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Chapter 1 


Introduction 


© Ted Nasmith 


“By some curious chance one morning long ago in the quiet of the world, when there was less noise and 
more green, and the hobbits were still numerous and prosperous, and Bilbo Baggins was standing at his door 
after breakfast smoking an enormous long wooden pipe that reached nearly down to his woolly toes (neatly 
brushed) — Gandalf came by.” 


— The Hobbit, “An Unexpected Party” 
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1.1. What is a Role-playing Game?! 


A role-playing game (RPG) is a broad family of games 
in which players assume the roles of characters, 
or take control of one or more avatars, in a fic- 
tional setting. Actions taken within the game suc- 
ceed or fail according to a formal system of rules and 
guidelines. 

The original form, sometimes called the pen-and- 
paper RPG, is conducted through speech, whereas in 
live action role-playing games (LARP) players phys- 
ically perform their characters’ actions. In both of 
these forms, an arranger called a Game Master (GM) 
usually decides on the rules and setting to be used 
and acts as referee, while each other player plays 
the role of a single character. At the heart of these 
formats is in-character participation in a collabor- 
ative narrative. Several varieties of RPG also ex- 
ist in electronic media, including text-based MUDs 
and their graphics-based successors, massively mul- 
tiplayer online role-playing games (MMORPGs). 

Role-playing games also include offline role- 
playing video games in which players control a char- 
acter or team who undertake quests, and whose cap- 
abilities advance using statistical mechanics. These 
games often share settings and rules with pen-and- 
paper RPGs, but do not enable the same collaborat- 
ive storytelling. 

Despite this variety of forms, some game forms 
such as trading card games and wargames that are re- 
lated to role-playing games may not be included. 
Role-playing activity may sometimes be present in 
such games, but it is not the primary focus. The term 
is also sometimes used to describe roleplay simulation 
games and exercises used in teaching, training, and 
academic research. 


1.1.1 Pen-and-paper Role-playing Games* 


A pen-and-paper role-playing game or tabletop role- 
playing game is a form of RPG in which the par- 
ticipants describe their characters’ actions through 
speech. Participants determine the actions of their 
characters based on their characterization, and the 
actions succeed or fail according to a formal system 
of rules and guidelines. Within the rules, players 
have the freedom to improvise; their choices shape 
the direction and outcome of the game. 

Unlike other types of role-playing game, pen- 
and-paper RPGs are conducted like radio drama: 
only the spoken component is acted. In most games, 


one specially designated player, the Game Master, 
creates a setting in which each player plays the role 
of a single character. The GM describes the game 
world and its inhabitants; the other players describe 
the intended actions of their characters, and the GM 
describes the outcomes. Some outcomes are determ- 
ined by the game system, and some are chosen by 
the GM. 

The terms pen-and-paper and tabletop are gen- 
erally only used to distinguish this format of RPG 
from other formats, since neither pen and paper nor 
a table are strictly necessary. 


1.1.2 Gameplay’ 


Most pen-and-paper RPGs follow the pattern es- 
tablished by the first published role-playing game, 
Dungeons & Dragons. Participants usually conduct 
the game as a small social gathering. One parti- 
cipant, called the Dungeon Master (DM) in Dun- 
geons & Dragons, more commonly called the Game 
Master or GM, purchases or prepares a set of rules 
and a fictional setting in which players can act out 
the roles of their characters. This setting includes 
challenges for the player characters to overcome 
through play, such as traps to be avoided or ad- 
versaries to be fought. The full details of the setting 
are kept secret, but some broad details of the game 
world are usually given to the players. Games can 
be played in one session of a few hours, or across 
many sessions depending on the depth and com- 
plexity of the setting. 

The players each create characters whose roles 
they will play in the game. As well as fleshing out 
the character’s personal history and background, 
they assign numerical statistics to the character; 
these will be used later to determine the outcome 
of events in the game. Together, these notes tell the 
player about their character and his or her place in 
the game world. 

The GM then begins the game by introducing 
and describing the setting and the characters. The 
players describe their characters’ actions, and the 
GM responds by describing the outcome of those 
actions. Usually, these outcomes are determined by 
the setting and the GM’s common sense; most ac- 
tions are straightforward and immediately success- 
ful. For example, if a player has their character look 
around a room, the GM will describe the room; if 
they have their player leave, the GM will describe 
whatever they encounter outside the room. 


1 From https://en.wikipedia. org/wiki/Role-playing_game 


? From https://en.wikipedia. org/wiki/Role-playing_game_(pen_and_paper) 


3_Partly from https: //en.wikipedia.org/wiki/Role-playing_game_(pen_and_paper)#Gamepla’ 
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The outcomes of some actions are determined by 
the rules of the game. For example, whilst looking 
around the room, a character may or may not no- 
tice an important object or secret doorway, depend- 
ing on the character’s powers of perception. This 
usually involves rolling dice, and comparing the 
number rolled to their character’s statistics to see 
whether the action was successful. The higher the 
character’s score in a particular attribute, the higher 
their probability of success. Combat is resolved in a 
similar manner, depending on the character’s com- 
bat skills and physical attributes. In some game sys- 
tems, characters can raise their attribute scores dur- 
ing the course of the game (or over multiple games) 
as the result of experience gained. 

The game continues in this manner until the 
characters meet the final challenge. This could be to 
find a specific item of treasure, defeat a specific ad- 
versary, solve a mystery, or simply to survive until 
the end of the story. The GM then describes the con- 
sequences of their actions on the game world, and 
the game ends. 

It is unnecessary, if not impossible, to describe 
exactly what happens in a PC’s life. For example, it 
is rather uninteresting to know how many steps up 
and down stairs the PCs have taken or what books 
they have read during their past lives. One needs 
only note that they have gone up and down stairs 
or that they have read many books during his child- 
hood, and so on. One should remember, however, 
that the PCs’ background, profession and employ- 
ment between adventures plays an important role 
in such factors as earnings and how PCs should be 
portrayed in the adventures. 


1.1.2.1 The Gamemaster 


It is the GM who governs the events of the adven- 
ture, check the rules and make sure everything con- 
cerning the PCs works. In short, the GM is the world 
and a rules judge. 

The GM is a person who has decided to allow 
his/her friends to experience an adventure. With 
the help of his/her imagination the GM weave the 
story, with some help from the rules and maybe 
an adventure module. The players play PCs in this 
story and the GM plays all the NPCs (Non-Player 
Characters) that the PCs encounter. The PCs are 
those who are the story’s heroes. They are the ones 
who find the clever solutions to the most impossible 
problems, they usually greatly affect the storyline, 
take initiatives and deceive or defeat their enemies. 

For the game to be exciting, it is important that 


the GM thinks about what he conveys to the play- 
ers. The players should rather not know more than 
their Characters know. If they do, they should play 
as if they did not. This is also why only the GM 
should read a campaign module, or the game would 
no longer be an RPG, but just a game. It is not excit- 
ing to see a movie if you know how it will end. 

The GM can also play a PC in Adventures as 
he/she is gamemastering the game, but it should be 
done in a fairly limited way. Of course he/she may 
not use his/her their position of GM to his/her PC’s 
advantage. Often he/she just “hangs around”. 


1.1.2.2 Campaign Settings! 


Each pen-and-paper RPG has a setting in which ad- 
ventures and campaigns can take place. Usually a 
campaign setting is designed for a specific game 
(such as the Forgotten Realms setting for Dungeons 
& Dragons) or a specific genre of game (such as Me- 
dieval fantasy, World War II, or outer space/science 
fiction adventure). There are numerous campaign 
settings available both in print and online. In ad- 
dition to published campaign settings available for 
purchase, many Game Masters create their own. 

Campaign settings exist for almost all genres of 
fiction; however, because the world’s most popular 
role-playing game, Dungeons & Dragons, is part of 
the fantasy genre, fantasy is also the most played 
role-playing genre. RPGs of the fantasy genre are 
sometimes collectively called “Fantasy role-playing 
games” (FRPG). 

The use of the term “world” in describing a cam- 
paign setting is loose, at best. Campaign worlds 
such as the World of Greyhawk detail entire cosmolo- 
gies and time-lines of thousands of years, while the 
setting of a game such as Deadlands might only de- 
scribe one nation within a brief segment of alternate 
history. 

There are three primary types of campaign set- 
ting. The first exists in genre- and setting-specific 
role-playing games such as Warhammer or World 
of Darkness which exist specifically within one set- 
ting. The second type of setting is for games that 
have multiple settings such as modern Dungeons & 
Dragons or those that were developed specifically 
to be independent of setting such as GURPS. The fi- 
nal type of setting is developed without being tied 
to a particular game system. Typically this last sort 
are developed first as stand-alone works of fiction, 
which are later adapted to one or more role playing 
systems such as the Star Wars universe or Middle- 
earth. 


1 From https://en.wikipedia. org/wiki/Role-playing_game_(pen_and_paper)#Campaign_settings 
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The range of genres represented by published 
settings is vast, and includes nearly all genres of fic- 
tion. While role-playing’s roots began in fantasy, sci- 
ence fiction has been used in settings such as Travel- 
ler, horror formed the baseline of the World of Dark- 
ness and Call of Cthulhu while Spycraft was based in 
modern-day spy thriller-oriented settings. 


T.2 Dice Notation (2012-11-11) 


1.2.1 Standard Notation! (2013-01-02) 


Die rolls required by the game are given in the form 
NDS. N and S are variables, separated by the letter 
“DD”, which stands for die or dice. 


e N is the number of dice to be rolled (usually 
omitted if 1) 


e Sis the number of sides of the die/dice 


For example, if the game calls for a roll of D4 or 1D4 
this would mean “roll one 4-sided die”. 3D6 would 
mean “roll three six-sided dice”. The results of these 
rolls are then added together. 

To this basic notation an additive modifier can 
be appended, yielding expressions of the form 
NDS + M. M is a number to be added to the sum 
of the rolls. The plus sign is sometimes replaced 
by a minus sign (“—”) to indicate subtraction. So, 
1D20 — 10 would indicate a roll of a single 20-sided 
die, with 10 being subtracted from the result. These 
expressions can also be chained (e.g. 2D6 + 1D8). 


1.2.2 Zero-based Rolls (2013-01-02) 


In special situations the rules call for making a zero- 
based roll. Such a roll is represented with a zero (0) 
as a subscript between the “D” and the S value in 
the notation (for example Do6). This means that a 
standard die with S sides should be used, but if (and 
only if) the highest number on the die comes up, it 
is interpreted as zero (0). For example, if an eight- 
sided die comes up 8 (eight), the result is 0 (zero). 
The range of a DoS roll is equivalent to the one of a 
DS — 1 roll (0 to (S — 1)). 


1.2.2.1 Dp 100, Dp1000 and Dy10000! 2012-12-02) 


Sometimes, a Do100 roll should be made. Although 
100-sided dice do exist, it is both more common 
and more uniformly random to make two Do10 
rolls, using either two actual Do10s (ten-sided dice 
numbered 0-9) directly or rolling two actual D10s 


(numbered 1-10) zero-based. The dice should typic- 
ally be distinguished by colour. One of them rep- 
resents units and the other tens. A result of zero 
(0) on both rolls should be interpreted as zero (0). 
Do1000 (using three Do10s) and Dp10000 (using four 
Do10000s) rolls are also occasionally needed, and 
work in the same way. 


1.2.2.2 D100, D1000 and D10000 (2012-11-21 


Ten-sided dice can of course also be used for D100, 
D1000 and D10000 rolls, similarly to the correspond- 
ing zero-based variants. The obvious difference is 
that a roll of 0 (or 10 if using dice numbered 1-10) 
on all dice should not be interpreted as 0 (zero), 
but as 100, 1000 or 10000, respectively. 


Two ten-sided dice? 


1.2.2.3 Exploding Zero-based Rolls (2013-01-02) 


A zero-based roll can be “exploding”. This is repres- 
ented with an * (asterisk) as a superscript between 
the “D” and the S value in the notation (for ex- 
ample D512). This means that first a DoS roll should 
be made. As long as the highest possible result of 
the roll comes up on the die (for example 9 on a 
Do10 roll), an additional DoS roll should be made. 
When a non-highest result comes up, the results of 
all the rolls are added together for the final, total res- 
ult of the “exploding” roll. A notation in the form 
of N(D§S) means that N exploding rolls should be 
made and then added together. 


1.2.3 Other Special Rolls° (2012-11-28) 


There are a small number of special cases where 
there is no die that fits the roll that is needed. Some- 
times you will be asked to roll a D2 or D3. In these 
cases, you must roll another die and interpret the 
result. 

To “roll” a D2, roll any die and if the number 
shown is odd then you “rolled” a 1. If the number 


4 Copied from https: //en.wikipedia.org/wiki/Dice_notation and adapted 
3. Copied from Dark Dungeons (http://www. gratisgames .webspace.virginmedia.com/darkdungeons.htm1) and adapted 
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shown is even then you “rolled” a 2. 

To “roll” a D3, roll a normal D6 and halve the 
result (rounding up). The same halving method can 
be used with a D10 in order to “roll” a D5. 


1.3 Characters in the Game 


1.3.1 Attributes 


All Characters in the game, including the Players’ 
Characters (“Player Character” will be abbreviated 
“PC” from now on), but also Non-Player Characters 
(NPCs), basically consist of 10 Attribute Values (AVs) 
that usually range between 3 and 18 and describe 
the Characters. The greater the value, in general the 
better, except in Size where it can sometimes be use- 
ful for a Character to have a small value. The Attrib- 
utes (abbreviated As) are: 


Agility (abbreviated AGI) 
Charisma (CHA) 
Hardiness (HRD) 
Hearing (HRG) 

Psyche (PSY) 

Sense of Smell (SML) 
Sight (SGT) 

Size (SIZ) 

Strength (STR) 

Wit (WIT) 


The Attributes HRG, SGT and SML are called Senses. 
These differ from the others in that they do not dir- 
ectly affect any of the Characters’ Skills, and that 
you never make any Rolls when they are used. 

Sometimes the Attribute Values — or rather the 
effect of them — may increase or decrease tempor- 
arily, due to the effects of Spells or if your PC gets 
tired, for example. Each of the Attributes are ex- 
plained below. 


1.3.1.1 Agility (AGD 


AGI stands for Agility and is an important Attrib- 
ute for several Professions. AGI determines many 
things, among others speed, accuracy, mobility, 
body control, agility and the ability of precision 
work. Your PC’s AGI is often used when he/she 
is trying to dodge a falling boulder or an attack- 
ing wolf, and in cases where you must determine 
who will get to move first first in combat. Shortly 
it can be said that a Character with a small AGI AV 
is quite bulky, immobile and uncoordinated, while a 
Character with a great AGI AV is fast, smooth, light- 


footed and dexterous. If at any time a Character’s 
AGI Value becomes 0 or less, he/she becomes lame. 


“Dreary as had been his imprisonment and un- 
pleasant as was his position (to say nothing of 
the poor dwarves underneath him) still, [Bilbo] 
had been more lucky than he had guessed.” 


— The Hobbit, “A Warm Welcome” 


1.3.1.2 Charisma (CHA) 


CHA implies such things as your PC’s personal 
charm, charisma and to some extent appearance. If 
your PC’s CHA AV is great, the chance that he/ 
she can persuade people to do what he/she want is 
great and it is likely that he/she will be graciously 
met by strangers. However, if your PC’s CHA AV is 
small he/she will seem boring to other people and it 
can be difficult for he/she to negotiate with or con- 
vince others. 

Usually characters have “normal” hair, and this 
presents no CSM to CHA. If a Character has 
rumpled hair, which he/she got after combat or 
other physical activity, he/she receives a CSM of —2 
to CHA; if a Character has fine, combed hair he/she 
receives a +2 CSM instead. CS can improved tem- 
porarily by using a comb/hairbrush and/or mirror, 
see section 6.2 Tables of Goods and Items, p. 6-2. 
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“... Aragorn had been singing a part of the Lay of Luthien which tells of the meeting of Luthien and Beren 
in the forest of Neldoreth. And behold! there Luthien walked before his eyes in Rivendell, clad in a mantle 
of silver and blue, fair as the twilight in Elven-home; her dark hair strayed in a sudden wind, and her brows 


were bound with gems like stars. 


‘For a moment Aragorn gazed in silence, but fearing that she would pass away and never be seen again, he 
called to her crying, Tintiviel, Tintiviel! even as Beren had done in the Elder Days long ago.” 


— The Lord of the Rings, Appendix A — “Annals of the Kings and Rulers”, “The Namenorean Kings” 


1.3.1.3 Hardiness (HRD) 


HRD is the measure of your PC’s health, stamina, 
resistance to poison, diseases and weathering, and 
the ability to heal from wounds. Like STR, HRD is 
an-important Attribute for PCs who are Soldiers. If 


at any time a Character’s HRD Value becomes 0 or 
less, he/she dies. 

When HRD is used directly by a Character (see 
section 2.5 Attribute Rolls, p. 2-6), the concept Effect 
Value is used, see section 2.6 Effect Value, p. 2-7. 
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“...Fingon could not release the hell-wrought bond upon [Maedhros’s] wrist, nor sever it, nor draw it from 
the stone. Again therefore in his pain Maedhros begged that he would slay him; but Fingon cut off his hand 


above the wrist, and Thorondor bore them back to Mithrim. 


: + ‘There Maedhros in time was healed; for the fire of life was hot within him, and his strength was of the 
ancient world, such as those possessed who were nurtured in Valinor. His body recovered from his torment 


ete pecame hale...” 
— " 
— The Silmarillion, “Of the Return of the Noldor” 
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1.3.1.4 Hearing (HRG) 


HRG and is a measure of how good a Character’s 
sense of hearing is. HRG is one of the Attributes 
called Senses, and therefore no Attribute Roll is 
made when it is to be determined whether a Char- 
acter can physically hear a sound or not; the PV is 
determined simply by calculating CS — 11, and in 
order to successfully hear a sound, the Character’s 
PV must be 0 or greater (if PV is exactly 0 the Char- 
acter will barely be able to hear the sound), and thus 
CS must be 11 or greater. 

Below are examples of different sounds and con- 
ditions and the CSMs associated with them. Mul- 
tiple CSMs can be applied for a given situation. 


[opus COM 


Distance to Sound Source, yds | CSM | 


Ee] 
2 
Cassis ——*d a 


pomrmtge 


+10 
+2 (drizzle) — 


+8 (downpour) 


a 


(whispering) — +8 (talk) — +16 (screaming) 
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If the sound may imply any specific information for 
the Character, he/she must also make a successful 
Perception Roll in order to understand the meaning 
of the sound (see section 8.15 Perception, p. 8-26). 


If at any time a Character’s HRG Value becomes 
0 or less, he/she becomes deaf. It is not possible to 
get Experience Points for HRG. 


“Well, thief! I smell you and I feel your air. I hear your breath. Come along! Help yourself again, there is 


id 


plenty and to spare 


1.3.1.5 Psyche (PSY) 


PSY stands for Psyche and covers quite many 
things; willpower, magic power, self-discipline, per- 
sistence, intuition and resistance to magic. PSY is an 
important Attribute for all kinds of Characters. If 


—Smaug, The Hobbit, “Inside Information” 


at any time a Character’s PSY Value becomes 0 or 
less, he/she loses all his/her mental strength, and 
becomes unsuitable for further role-playing. 

When PSY is used directly by a Character (see 
section 2.5 Attribute Rolls, p. 2-6), the concept Effect 
Value is used, see section 2.6 Effect Value, p. 2-7. 
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“There were Nine Riders at the water’s edge below, and Frodo’s spirit quailed before the threat of their 
uplifted faces. He knew of nothing that would prevent them from crossing as easily as he had done; and he 
felt that it was useless to try to escape over the long uncertain path from the Ford to the edge of Rivendell, if 
once the Riders crossed. In any case he felt that he was commanded urgently to halt. Hatred again stirred in 
him, but he had no longer the strength to refuse. ... 

With a great effort Frodo sat upright and brandished his sword. 

‘Go back!’ he cried. ‘Go back to the Land of Mordor, and follow me no more!’ His voice sounded thin and 
shrill in his own ears. The Riders halted, but Frodo had not the power of Bombadil. His enemies laughed at 
him with a harsh and chilling laughter. ‘Come back! Come back!’ they called. “To Mordor we will take you!’ 

“Go back!’ he whispered. ... 

‘By Elbereth and Luthien the Fair,’ said Frodo with a last effort, lifting up his sword, ‘you shall have neither 
the Ring nor me!’ 

Then the leader, who was now half across the Ford, stood up menacing in his stirrups, and raised up his 
hand. Frodo was stricken dumb. He felt his tongue cleave to his mouth, and his heart labouring. His sword 


broke and fell out of his shaking hand.” 


1.3.1.6 Sense of Smell (SML) 


SML is the measure of how sensitive a Charac- 
ter’s sense of smell is. SML is one of the Attrib- 
utes called Senses, and therefore no Attribute Roll 
is made when determining whether a Character can 
physically sense a smell or not; the PV is determ- 
ined simply by calculating CS — 11, and in order 
to successfully sense the smell, the Character’s PV 
must be 0 or greater (if PV is exactly 0 the Charac- 
ter will barely be able to sense the smell), and thus 
CS must be 11 or greater. Below are CSMs (see sec- 
tion 2.1 Chance of Success, p. 2-1) for SML: 


1 If the source of the smell has been removed. 


— The Lord of the Rings, “Flight to the Ford” 


The Age of the Smell! 
Up to half an hour 


For each additional hour up to 12 hrs 


The Character must make a successful Perception 
Roll (see section 8.15 Perception, p. 8-26) in order to 
perceive and understand smells he/she is sensing. 
If at any time a Character’s SML Value becomes 0 or 
less, he/she loses his/her sense of smell completely. 
It is not possible to receive Experience Points for 
SML. 
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1.3.1.7 Sight (SGT) 2013-06-09) 


SGT is a measure of how sharp the eyesight of a 
Character is, and the ability to identify an object, 
and details on it, far away. 

SGT is one of the Attributes called Senses, and 
therefore no Attribute Roll is made when the GM 
wants to check whether a Character can see a par- 
ticular object, or how much of it. SGT is affected by 
Darkness Modifiers, see subsubsection 2.1.1.1 Dark- 
ness Modifiers, p. 2-2. 

The table below gives three alternatives for what 


Formula 


1-11 


value the GM may be interested to find out, and 
the resp. formulas for calculating them, where Area 
is the (smallest) area (of a unit of measurement of 
the GM’s own choice) from the Character’s view- 
point of the individual object(s) that can or are to be 
seen, Information Level is the degree of detail and 
information about the object(s) that can or are to be 
discerned (this is described further below), and Dis- 
tance, also of a unit of measurement of the GM’s 
own choice, is the greatest or current distance at 
which the object(s) can or are to be seen. 


Distance ) Ze 


The minimum Area of visible Area = ( (70x5C3710--18xCS) xInformation Level 
objects 


Distance 


i ese Level of a visible Information Level = (Fox SCSI 18x CS)xV Area 
objec 


Greatest Distance at which a cer- 


tain object is visible 


The Information Level determines the amount of In- 
formation about the object(s) that can be discerned 
by the Character; the lesser the value, the more In- 
formation, but also the lesser the Distance. The table 
below gives the basic Information Levels and their 


Distance = (70 x 5©9/10 + 18 x CS) x Area x Information Level 


(2013-06-09) 


resp. amount of Information. If the value falls some- 
where between these basic Levels, the GM must use 
his/her common sense to decide how much Inform- 
ation can be discerned. 


Identity — the identity of a Character! or thing, eg. whose sword it is 
5 ee 


Action — the action of a Character, what he/she is doing 


Nul - the object is only visible as a dot; no information other than colour can be 
discerned 


In order for a Character to notice specific details 
within his/her sight, he/she must make a success- 
ful Perception roll (see section 8.15 Perception, p. 8- 
26). 


Type — what the object is, eg. what people a Character belongs to, the species of a 1 
tree 


(2013-06-09) 


If at any time a Character’s SGT Value becomes 
0 or less, he/she becomes blind. It is not possible to 
receive Experience Points for SGT. 


1 Does not take into account clothing the Character is wearing. If he/she is wearing certain clothes that are known to the 
observer, it is much easier for the observer to recognize him/her. The GM must then choose the appropriate Information Level 


needed. 
_.2. Applies only to creatures. 


a 
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“As [Frodo] stepped out at last upon the lofty platform, Haldir took his hand and turned him toward the 
South. ‘Look this way first!’ he said. 

Frodo looked and saw, still at some distance, a hill of many mighty trees, or a city of green towers: which it 
was he could not tell.” 


— The Lord of the Rings, “Lothlérien” 


1.3.1.8 Size (SIZ) 


SIZ stands for a Character’s size and is used primar- 

ily to calculate how much damage he/she can with- 

stand, and is also very much the basis of his/her 

physical strength (the Character’s STR Value). SIZ 

_ can also be used when a Character tries to sneak or 

: hide, when someone tries to knock him/she over, 

~ or when randomly determining whether he/she is 

hit by flying objects. If at any time a Character’s SIZ 
Value becomes 0 or less, he/she dies. 
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“(Merry and Pippin] found that they were look- 
ing at a most extraordinary face. It belonged to a 
large Man-like, almost Troll-like, figure, at least 
fourteen foot high, very sturdy, with a tall head, 
and hardly any neck.” 


— The Lord of the Rings, “Treebeard” 


1.3.1.9 Strength (STR) 


STR stands for Strength and is partly a measure of 
your PC’s pure muscle strength, and partly a meas- 
ure of how well he/she can use it to best effect. STR 
also determines how much weight your PC is ably 
to carry. If at any time a Character’s STR Value be- 
comes 0 or less, he/she loses all his/her strength 
and ability to carry things. 

When STR is used directly by a Character (see 
section 2.5 Attribute Rolls, p. 2-6), the concept Effect 
Value is used, see section 2.6 Effect Value, p. 2-7. 


1.3.1.10 Wit (WIT) 


WIT stands for Wit and is a measure of how easy or 
difficult it is for your PC to understand things, and 
is used for a lot of Skills that demand knowledge 
and/or intelligence. In certain rare situations WIT 
can.also be used to check whether your PC comes to 


think about something that you don’t come to think 
about yourself, and vice versa. 

If at any time a Character’s WIT Value becomes 
0 or less, all his/her brain activity disappears, and 
thus he/she becomes unsuitable for further role- 
playing. It is not possible to receive Experience 
Points for WIT. 


“...[Sam] also firmly held the incompatible be- 
lief that Mr. Frodo was the wisest person in 
the world (with the possible exception of Old 
Mr. Bilbo and of Gandalf).” 


— The Lord of the Rings, 
“The Black Gate is Closed” 


1.3.2 Skills 


As explained above, the Attributes are a measure of 
your PC’s personal characteristics. These are relat- 
ively invariant and serve as the basis for everything 
that he/she will learn. What a Character learns is 
called Skills and cover such things as experience and 
knowledge, i.e. things that he/she has learned. 

How good your PC is in a Skill is expressed 
by a Skill Value (SV), which usually is somewhere 
between 1 and 20. If he/she has an SV of 1 ina Skill, 
he/she is a complete novice, whereas a great SV, up 
to 15-20, means that he/she is almost fully learned. 
If SV for some reason is less than 0 it counts as 0. 

Each Skill is based on one of the Attributes, such 
as WIT for Herb-lore, AGI for Swimming or CHA 
for Acting. The Attributes will give your PC Skills 
“for free” when you create him/her. 

You will choose at least one Profession for your 
PC. Depending on which Profession you choose, 
you may raise certain SVs (your PC has already re- 
ceived Skills of some level for free). For example, 
a Solder’s History SV and a Loremaster or Wise- 
woman’s Weapon SV must not be raised. The other 
way around, however, is fine. 

When a Character uses a Skill, you should check 
how well he/she does so by making a so called Skill 
Roll: roll three D20s and choose the midmost value, 
i.e. the median of the three dice results. This is called 
M20 from now on. 


a 
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If the result is less than or equal to the “Chance 
of Success” (CS) (see section 2.1 Chance of Success, 
p. 2-1) that the Character has in the Skill he/she is 
using, he/she has successfully used the Skill, or at 
least used it well. If the result is greater, he/she has 
failed, or not used the Skill very well. 


1.3.3 Weakness Modifiers 


During the game all Characters have a number of 
Weakness Modifiers (WMs) that show how tired and 


in other ways physically weak and exhausted they 
are at the moment. See subsubsection 2.1.1.2 Weak- 
ness Modifiers, p. 2-2 for how they work. 


1.4 Final notice 


The most common mistake you can make when 
you start playing a role-playing game is that you 
let the rules restrain you too much; you see them 
as constraints rather than guidelines. In the most 
common parlour games rules are something that 
set up boundaries for what you may do and what 
you should do, but not in role-playing games. Here 
the rules are recommendations and guidelines, not 
laws. If you think a rule is wrong, stupid or strange, 
ignore it, or invent a new rule of your own. In 
role-playing games, rules are not the most import- 
ant thing — the role-playing is. However, we recom- 
mend that you try to follow the “laws” of Arda when 
creating new rules, as you then get the best “Tolkien 
feeling” when you play. For that is precisely what 
this game strives for to create in a unique way. 

In the following chapters the gameplay rules 
will be presented. Thereafter rules for the Skills and 
Spells will follow, and lastly the Character Creation 
will be described. 


ae 


Chapter 2 
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Attribute, Personality Attribute and Skill 


Rolls 


2.1 Chance of Success 


When a Character uses a Personality Attribute, or a 
Skill, or an Attribute directly, he/she has a certain 
chance of succeeding (well) when using it, called 
Chance of Success (CS), expressed as a value that is 
usually between 1 and 20; but may also be smaller, 
even less than 0, or greater than 20. Some Skills, At- 
tributes and PAs are such that the Character either 
will succeed or fail, and that it does not matter how 
well the Character succeeds or how badly he/she 
fails, while others are such that the Character can- 
not just succeed or fail; the degree of success of the 
performance is important, i.e. the Performance Value 
(PV) (see section 2.3 Performance Value, p. 2-6). 

CS is calculated starting from the Character’s 
AV/PAV/SV. His/her chances of succeeding in us- 
ing this A/PA/S (well) may have to be modified de- 
pending on the situation. For example, it is much 
easier to climb a rope ladder than to climb a ver- 
tical glacier. Therefore you should often apply one 
or more modifiers to the CS. CS can be modified 
by various factors called Chance of Success Modifi- 
ers (CSMs) which constitute either decreases or in- 
creases of CS and vary in size. The Character’s 
Weakness Modifiers are important such factors (see 
subsubsection 2.1.1.2 Weakness Modifiers, p. 2-2). 
Most other Modifiers are defined in the descriptions 
of every Skill, Attribute and PA. If no Modifiers 
are mentioned, the following Difficulty Table may be 
used: 


For example, if a Character tries to do something 
deemed ”Easy” by the GM by using a Skill with an 
SV of 10, the CS will be 10+ 5 = 15. 

However, the GM should not feel hesitant to add 
the factors he/she thinks the situation requires him- 
self/herself. It is not possible to anticipate all situ- 
ations in the game, and therefore the GM must be 
prepared to improvise a bit. 

The sum of all CSMs is the Total CSM. Note! 
The Total CSM can never be greater than the AV/ 
PAV/SV of the Character who is using the A/PA/ 
S. Thus if a Character is using a Skill with an SV of 
1, the Total CSM can never be greater than 1, and 
then the CS can never be greater than 2. The Player 
(or sometimes the GM) whose Character is going to 
use the A/PA/S in question then rolls M20 in or- 
der to see how well the Character performs (an ex- 
ception to this are the Attributes called Senses, see 
subsection 1.3.1 Attributes, p. 1-5). If the result of 
the Roll is the same as the CS or less the Character 
performs well, but if it is greater he/she does not pe- 
form well. This is called a Attribute/PA/Skill Roll. The 
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GM should not automatically tell the players how 
difficult a certain action is; this the Players should 
evaluate themselves. 

If and only if a Character has a Value of 0 in a 
Attribute or Skill he/she can never execute it, even 
when CS is 1 or greater. If the Value of a A/PA/S 
is greater than 0 but CS is 0 or less, the Character 
can still use the A/PA/S, but most Attributes and 
Skills are such that they in that case are impossible 
for him/her to execute well. 


2.1.1 General Chance of Success Modifiers 


During the game, certain CS Modifiers will often be 
applied to Attribute and Skill Rolls, for various reas- 


ons. These are described in detail in the following. 


2.1.1.1 Darkness Modifiers 


It can naturally be varying light conditions during 
Adventures, which affects much of what Characters 
do. This is simulated by CSMs called Darkness Modi- 
fiers. These affect the CS for the following Attributes 
and Skills based on them: 


e AGI! 
e SGT 
e STR 


The following table shows various Darkness Modi- 
fiers for resp. Peoples. 


Some equipment such as torches and lamps bring 
about a positive Darkness Modifier. Note! The Total 
Darkness Modifier can never be greater than 0. 


2.1.1.2 Weakness Modifiers (2013-01-14) 


During the game all Characters have a number of 
Weakness Modifiers, which show how tired or weak 
they are in different ways at the moment. When the 
Characters perform the tiresome actions or are in- 
volved in exhausting events, the values of the Weak- 
ness Modifiers will decrease. Their values can never 
be greater than 0, except for certain exceptions (for 
example when the Character has eaten lembas); but 
the total value of any Weakness Modifier can never 


be greater than 0. The Weakness Modifiers work as 
CS Modifiers for these Attributes and Skills based 
on them (Sleep Deprivation Modifiers also affect WIT 
and WIT-based Skills): 


AGI 
HRD 
IAS he 
OER 
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The sum of all Weakness Modifiers is called Total 
Weakness Modifier (TWM). Certain levels for the 
TWM are especially relevant, because when Char- 
acters reach them, something significant can happen 
to the Characters. The levels are: 


i Except Leaping, Riding, Short-distance Running and Swimming. 
2_Some actions that require that one can see anything at all cannot be performed at all, eg. Bow Skills. 


i 
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In the Character Sheet there are fields for the Weak- 
ness Modifiers, but since the values may change fre- 
quently during the the game you will often have to 
erase and fill them in again. Therefore, it is conveni- 


ent to use dice to show the current values of the 
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Weakness Modifiers during the game instead. The 
various Weakness Modifiers are described in the fol- 
lowing. 


Blood Loss Modifier A Character’s Blood Loss 
Modifier (BLM) decreases when the Character has 
one or more Bleedings; this is explained in detail 
in subsection 5.8.4 Effects of Damage, p. 5-12. It in- 
creases when the Character stops bleeding, which is 
explained further in subsection 5.8.6 Recovery from 
Blood Loss, p. 5-12. 


Burden Modifier A Character’s Levels of Burden 
determines the Burden Modifier he or she has, de- 
pending on how much weight he or she is carrying 


at the moment. Each Level of Burden is the max- 
imum allowed carried weight for a certain Burden 
Modifier. 

One should remember, however, that lifting is 
not the same as carrying, and that even very light 
items may be impeding the ability to move. The GM 
decides in these situations. 

Note! In the old days people did not usually 
carry weapons in their hands if they did not need 
to (especially not in civilized areas if they did not 
desire to pick a quarrel). 

Note! The Levels of Burden can only change if 
STRV changes permanently, not because of CSMs 
for STR. How to determine the Levels of Burden ac- 
cording to STRV is explained in section 9.14 Levels 
of Burden for the Player Character, p. 9-38. 

A Character neither can nor may cause his/her 
Burden Modifier to decrease so that his/her TWM 
Modifier drops below —10, i.e. so that he/she be- 
comes unconscious or even dies. 


© Ted Nasmith 


“Again [Sam] lifted Frodo and drew his hands down to his own breast, letting his master’s legs dangle. Then 
he bowed his head and struggled off along the climbing road. ... 
Panting under his load Sam turned the bend; and even as he did so, out of the corner of his eye, he had a 


= 


___ glimpse of something falling from the crag, like a small piece of black stone that had toppled off as he passed. 
A sudden weight smote him and he crashed forward, tearing the backs of his hands that still clasped his 
~ master’s. Then he knew what had happened, for above him as he lay he heard a hated voice.” 


— The Lord of the Rings, “Mount Doom” 
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Sleep Deprivation Modifier Sleep Deprivation 
Modifiers affect not only the AGI, HRD, PSY and STR 
and Skills based on them but also WIT and WIT- 
based Skills. If a Character has slept too little one 
night his/her Sleep Deprivation Modifier decreases by 
1 for every hour he/she slept too little that night 
(round up, see section 9.12 Need for Sleep, p. 9-38 
for the Characters’ Need for Sleep) until next night's 
sleep. He/she can sleep in the time remaining later 
during the day; for every hour he sleeps, the SDM 
increases by 1. Note! Elves are an exception to this 
when they are sleeping while not lying; if they then 
have slept too little, their SDM is decreased by 1 for 
each 2 hours they have slept too little, and when 
they sleep in (while not lying) their SDM increases 
by 1 each 2 hours they sleep. See p. 2-4 for more on 
how Elves sleep. 

Note! If a Character does not Sleep a sufficient 
number of minutes in order for his/her SDM to 
increase by 1, you may count minutes passed to 
the Character’s benefit the next time the Character 
is sleeping (however, SDM must not have for any 
reason increased to +0 or greater in the meantime). 
For example, if a Character sleeps 45 minutes when 
lying down, he/she only needs to sleep 15 minutes 
next time in order for his/her SDM to increase by 1. 


A Character cannot begin next night’s sleep be- 
fore 22 hours have elapsed since he/she began the 
previous night’s sleep. A Character can thus sleep 
several nights in a row with resulting (but not ac- 
cumulating!) SDM and then sleep a normal night’s 
sleep in order to raise it to +0. Raising the SDM 
is only possible through Sleep; it is not possible 
through Rest or in any other way. 

A Character neither can nor may cause his/her 
SDM to drop so much that his/her TWM drops be- 
low —10, i.e. making him/her unconscious or even 
resulting in his/her death. Sleep can also be used to 
raise the Weariness Modifier, see below. 


Weariness Modifier (2013-03-10) A Character’s Wear- 
iness Modifier (WrM) drops when he/she _ per- 
forms a fatiguing action. How this happens is fur- 
ther explained where it is relevant, such as in 
chapter 8 Skills, p. 8-1. A Character neither can nor 
may cause his WrM to drop so much that his/her 
TWM drops below —10, i.e. making him/her uncon- 
scious or even resulting in his/her death. 

There are two ways for Characters to make the 
WtM increase towards +0 again: Rest and Sleep. 
These have different characteristics: 


Manner of | Time (mins) Required | Description 
Recovery | to Raise WrM by 1 
20 


The Character may only be sitting or lying. He/she receives a —5 Percep- 
tion CSM and must not perform any other action actively, like talking or 


eating. He/she may break off his/her rest whenever he/she wants to. 


The Character cannot use any Attributes or Skills except HRG and SML 
with a —10 CSM. The Character is sleeping” until he/she is aroused or has 
slept a sufficient number of hours in order for his/her SDM to be £0. 


Change in Weariness Modifier 


Sleep (lying down) 


(2013-02-09) 


1 Also raises the Sleep Deprivation Modifier. 
-*. The Elves’ sleep is special, see p. 2-4. 


(2013-02-09) 


Note! If Characters do not Rest or Sleep a sufficient 
number of minutes in order for the WrM to increase 
by 1, you may count minutes passed to the Charac- 
ter’s benefit the next time the Character is Resting or 
Sleeping (however, the WrM must not have for any 
reason increased to +0 or greater in the meantime). 
For example, if a Character Rests 12 minutes, he/ 
she only needs to Rest 8 minutes next time in order 
for the WrM to increase by 1. 

Sleep is also used to prevent the Sleep Depriva- 
tion Modifier from dropping; see p. 2-4. During 
a single day, a Character may never Sleep for a 
period longer than his/her Need for Sleep (how 
Need for Sleep is determined is explained in sec- 
tion 9.12 Need for Sleep, p. 9-38). 


ae 
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The Elves’ Sleep is something between wake- 
fulness and sleep; when they Sleep, they are half 
aware of their surroundings and get a —10 CSM for 
Perception. They have to lie down for the WrM to 
increase while they sleep, but otherwise they can 
walk, ride and run while Sleeping. They cannot do 
any other active action. 


“... Legolas still stepped as lightly as ever, his 
feet hardly seeming to press the grass, leaving 
no footprints as he passed; but in the waybread 
of the Elves he found all the sustenance that he 
needed, and he could sleep, if sleep it could be 
called by Men, resting his mind in the strange 
paths of elvish dreams, even as he walked open- 
eyed in the light of this world.” 


— The Lord of the Rings, “The Riders of Rohan” 


Wound Modifiers (20121025) When Characters are 
hurt, they receive Wound Modifiers (these are ex- 
plained in detail in subsection 5.8.4 Effects of Dam- 
age, p. 5-12). Wound Modifiers for Head and Trunk 
work as Weakness Modifiers; i.e. these Wound Mod- 
ifiers are added to the TWM. 


2.1.1.3 Weather Modifiers (2013-02-06) 


“The Lord of the Rings may be a ‘fairy-story’, but 
it takes place in the Northern hemisphere of 
this earth: miles are miles, days are days, and 
weather is weather.” 


—J.R.R. Tolkien in a letter to For- 
rest J. Ackerman, June 1958 


Just as in our day there were naturally varying 
weather conditions also in the past. Depending on 
the weather different Weather Modifiers occur. They 
work like CSMs for the following Attributes and 
Skills based on them: 


e AGI 
e HRD 
e STR 


Below is a table showing various weather condi- 
tions and the resp. CSMs they implicate (some of the 
conditions may occur at the same time): 


! Hobbits: —2 
tin Hobbits: +0 


fain 


(2013-02-05) 


These Modifiers may be increased or even nullified 
by sufficient clothing (see subsection 6.2.3 Clothing, 
p- 6-3), but it is for the GM to decide whether the 
Characters’ clothing is enough. 


2.1.2 Time Chance of Success Modifier 


For many Skills, Attributes and PAs, CS is modified 
depending on how much time the Character takes 
when using them. A rule of thumb: 


Factor with sche to normal time | CSM | 
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However, this does not apply to all Skills — not very 
often to Knowledge Skills for instance (you may not 
necessarily get a better chance of knowing a family’s 
arms even though you are mulling on it twice as 
long). The GM may use common sense to determine 
whether these CS Modifiers can be used depending 
on the situation and the Skill, Attribute or PA used. 


2.1.3 Handedness Modifier 


For how Handedness is determined for PCs, see sec- 
tion 9.11 Handedness, p. 9-38. For how Handedness 
is determined for NPCs, see the NPC Creation Table 
in section 9.19 Non-Player Character Creation, p. 9- 
60. 
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The hand that a Character normally uses (the 
right hand for a right-handed character) will hence- 
forth be known as the Preferred Hand, while the other 
hand will be called the Non-preferred Hand. 

If a Character uses an Attribute or Skill with 
his/her Non-preferred Hand, e.g. any Weapon Skill 
or Drawing and Painting, he/she receives a —4 CS 
Modifier. Note! This also affects Weapon (Shields). 

If a Character is Mixed-handed, he/she is better 
at throwing with his/her left hand, but other things 
he/she prefers to do with his/her right. If a Charac- 
ter is Ambidextrous he/she can use both hands sim- 
ultaneously for various things without any prob- 
lems. He/she can, for example, write with both 
hands simultaneously. 


2.2. Hidden Rolls 


In some cases it is not appropriate that the Player 
learns whether (or how well) his or her Character 
has succeeded with his/her Roll or not. This is for 
example true for the Skill Perception — if the Player 
knows that the Skill Roll succeeded and the GM an- 
nounces that despite this the Character did not find 
notice anything out of the ordinary, the Player can 
be sure that that is the case. Therefore it is recom- 
mended for many Skills, and in certain situations, 
that the GM makes hidden Rolls, i.e. only he/she is 
able to see the result of the Rolls, not the Players. 


2.3 Performance Value 


This is a concept that applies to all Skills, Attrib- 
utes and PAs, but is more important for some than 
for others, and is important in some situations espe- 
cially. The Performance Value (PV) is equal to the CS 
minus the result of the Attribute, PA or Skill Roll. If 
CS is 17 and you roll 12, the PV is 5. If you roll a 
result greater than CS, the PV is negative. 

If PV is —15 or less, the performance is so poor 
that the GM may decide that it has especially bad 
concequences. For example, for knowledge-based 
Skills such as Cultural Knowledge Skills this means 
that the Character not only does not know the cor- 
rect answer, he/she believes that he/ knows it. 

_ When the name of a Attribute, PA or Skill is 
mentioned together with “PV”, for example “STR 
PV”, it means the PV obtained when making an At- 
tribute/PA/Skill Roll. 


© Ted Nea 
“Poor little Bilbo was very nearly left behind 
again! He just managed to catch hold of Dori’s 
legs, as Dori was borne off last of all; and they 
went together above the tumult and the burn- 
ing, Bilbo swinging in the air with his arms 
nearly breaking.” 


— The Hobbit, “Out of the 
Frying-Pan into the Fire” 


2.4 Performance Difference Value 


This concepts usually occurs in Close Quarters 
Combat (see subsection 5.7.1 Close Quarters Com- 
bat, p. 5-6) and for certain Skills for which PVs 
are important. Sometimes in certain situations in- 
volving two or more Characters, you want to find 
out a “winner”. The Characters’ PVs (from their 
Skill or Attribute Rolls) are then pitted against each 
other — the Character with the greatest PV wins, also 
if his/her PV happens to be negative. Each Charac- 
ter’s respective Performance Difference Value (PDV) is 
the Character’s PV minus the other Character’s PV. 


2.5 Attribute Rolls 


Usually Skills are used, but in some situations there 
are not really any suitable Skills when you need to 
find out how well a Character manages; then the 
Character uses the appropriate Attribute directly in- 
stead, and an Attribute Roll is made. These situ- 
ations may for example include: when he or she 
makes some unusual move that tests his or her Agil- 
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ity, when he or she uses his or her body weight to 
thrust a door or hatch in the floor open (SIZ), or 
when he or she is armwrestling (STR). 


2.6 Effect Value 


Certain Skills, such as Spells, and also the Attributes 
HRD, PSY and STR are all exhausting in the same 
way and have therefore a lot in common, which is 
given in the following. They are: 


e Attributes 


— Hardiness (HRD) 
- Psyche (PSY) 
— Strength (STR) 


e Skills 
— Riding 


— Swimming 
- Travelling 
— Spells 


The special feature of the above-mentioned Attrib- 
utes and Skills is that they all use a certain concept 
called Effect Value (EV). Each time a Character uses 
any of these Attributes (directly) or Skills, PV is cal- 
culated as normal, but the GM/Player may then 
choose to decrease the Character’s WrM, and EV is 
then calculated using this formula: 


EV = PV — [new TWM] 


EV is then used in different ways depending on the 
Attribute or Skill used. For resp. Skill, this is de- 
scribed further in chapter 8 Skills, p 8-1. For the 
above-mentioned Attributes, EV is simply used as 
a new, final PV. 


3 Chapter 3 


Experience, Aging and Earnings 
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“...[Morwen] cast back her tattered hood and lifted up her face slowly, haggard and hungry as a long-hunted 
wolf. Grey she was, sharp-nosed with broken teeth, and with a lean hand she clawed at the cloak upon her 
breast. But suddenly her eyes looked into his, and then Hurin knew her; for though they were wild now and 
full of fear, a light still gleamed in them hard to endure: the elven-light that long ago had earned her her name, 
Eledhwen, proudest of mortal women in the days of old. 
‘Eledhwen! Eledhwen!’ Hurin cried; and she rose and stumbled forward, and he caught her in his arms. 
“You come at last,’ she said. ‘I have waited too long.’ 
‘It was a dark road. Ihave come as I could,’ he answered. 
‘But you are late,’ she said, ‘too late. They are lost.’ 
‘I know,’ he said. ‘But you are not.’ 
‘Almost,’ she said. ‘I am spent utterly. I shall go with the sun. They are lost.’ She clutched at his cloak. ‘Little 
time is left,’ she said. ‘If you know, tell me! How did she find him?’ 

____ But Hurin did not answer, and he sat beside the stone with Morwen in his arms; and they did not speak again. 
The sun went down, and Morwen sighed and clasped his hand and was still; and Hurin knew that she had 


mm -.. 
PS eed.” 


_ 


eo | — The Children of Hiirin, “The Death of Turin” 
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3.1 Gaining Experience Points ¢013.0115 


A PC can improve his/her Attribute (except HRG, 
SGT, SIZ, Sense of Smell (SGML) and WIT) and Skill 
Values (or acquire new Skills) by gaining Experience 
Points (XPs). When making an Attribute or Skill Roll 
for a PC, if the AV/SV is less than 20 and the result 
of the Roll is equivalent to the AV/SV or less, he/ 
she gains an XP for the Attribute/Skill. If the AV/ 
SV is at least 20 and at most 39 he/she automatic- 
ally gains an XP, and gains a further XP if the result 
of the Roll is equivalent to [AV/SV-20] or less. If the 
AV/SV is at least 40 and at most 59 he/she auto- 
matically gains two XPs, and gains a further XP if 
the result of the Roll is equivalent to [AV/SV-40] or 
less, etc. 

When a PC gains one or more XPs for a Skill, he/ 
she also gains the same number of XPs for the Atti- 
bute the Skill is based on. When a PC gains one or 
more XPs for an Attribute as a result of the Player 
making an Attribute Roll, the PC does not gain any 
XPs for any Skills. 

However, a PC can only gain XPs for each Attrib- 
ute and Skill once a Week at most. When your PC 
gains XPs for a certain Attribute or Skill, you mark 
this on his/her Character Sheet, for example with an 
asterisk (”*”’) following the number of XPs your PC 
has in the Attribute or Skill. This mark indicates that 
your PC has gained XPs during the current Week 
and that he/she cannot gain more XPs for the At- 
tribute or Skill in question before a new Week has 
begun (your PC can gain XPs for another Skill that is 
based on the same Attribute, but then he/she gains 
XPs only for that Skill, not the Attribute). When a 
new Week begins, you erase all markings you have 
made for all your PC’s Attributes and Skills. 

In order to gain XPs for Skills and Attributes 
during Adventures, the PCs should use them for 
useful purposes, not just to gain XPs. If a Player for 
example has his/her PC shoot with a bow at a tree 
even though it does not have any significance in the 
Adventure, the PC does not gain any XPs. 

During Adventures, the PCs gain XPs in the way 
described above. During the time periods between 
Adventures, additional rules apply; these are ex- 
plained below. 


3.2 Gaining Experience Points Dur- 
ing the Time Between Adven- 
tures (2013-03-10) 


During the time (in Arda) between Adventures (or 
during “breaks” in Adventures), the PCs make their 
living by practising their resp. Professions. They 


also have some spare time during which they do 
other things. 

A Player may make one Skill Roll for his/her PC 
each full Week that passes for one of the PC’s Current 
Profession Skills (see section 9.8 Professions Available 
to the Character, p. 9-27) — that is, only the Profes- 
sion Skills made available by the PC’s Current Pro- 
fession, not those made available by the PC’s other 
Professions. 

All restrictions that applied when the PC was 
created apply now as well; for example, a PC whose 
People is Dwarves must not try to gain XPs for 
Language (Sindarin), even though his/her Profes- 
sion makes Language Skills available as Profession 
Skills. 

Furthermore, a Player may make a Skill Roll 
every two Weeks for a Skill, of his/her own choice, 
which is not one of the PC’s Current Profession 
Skills. However, just like in the Character Cre- 
ation (see subsection 9.17.2 Spending the Experience 
Points, p. 9-43) this is only allowed at the GM’s dis- 
cretion after he/she takes into account everything 
that is known about the Character — what he/she 
has experienced in the past, where he/she lives or 
has lived, what people he/she has come into con- 
tact with etc. The Character may have experienced a 
lot, come into contact with alien Peoples, and maybe 
moved from his/her original Place of Abode after 
he/she started his/her first Adventure. 

Thus for example during a period of eight 
Weeks, a Player may make 8 Rolls for any of the PC’s 
Current Profession Skills and 4 Rolls for other Skills. 

Note! During slavery and similar work, it is the 
GM who decides which these two Skills may be. 

However, it is not necessary to make one Roll 
each Week (or every two Weeks) if the same Skill 
is used several Weeks in a row — the Player may 
choose to make one Roll for a period of any num- 
ber of Weeks (at most 104 — two years) during which 
the same Skill is used. This one Roll will decide the 
amount of XPs gained for each Week. 

Note! As usual, a PC must have access to the ne- 
cessary Equipment for the Skills he/she is going to 
use. See chapter 8 Skills, p. 8-1. 

Note! When a PC gains XPs in this way, one 
must remember to keep track of the point at which 
the PC’s SVs and AVs increase (see section 3.3 Using 
Experience Points below). When this happens, the 
chance that the PC, for each Roll, gains XPs in the 
Skills and Attributes afterwards becomes greater. 


Raising a Skill Value from 0 to 1 During the time 
between Adventures (or during “breaks” in Adven- 
tures), it is possible for PCs to gain a Value of 1 in 
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Skills that they have no ability or knowledge in, i.e. 
have an SV of 0 in. This follows the rules described 
above, with an important exception: 

The Player does not make any Skill Rolls in this 
case; instead, it simply takes 30 Weeks for a PC to 
gain a Value of 1 in one of his/her Current Profes- 
sion Skills. 

In a Skill that is not one of the PC’s Current Pro- 
fession Skills, it takes 60 Weeks for a PC to gain a 
Value of 1. 

This “training” does not need to be done all in 
a row; it can be done in multiple stages, but in that 
case the Player should make notes about it. 

It is not possible for PCs to gain a Value of 1 ina 
Skill that they have a Value of 0 by Skill Rolls, since 
an SV of 0 makes it impossible for them to gain XPs 
for the Skill in question. 


3.3 Using Experience Points (2013-01-14) 


You should note down all Skills your PC gain XPs 
for on your Character Sheet, and any XPs your PC 
gains at resp. Skill and Attribute. The XPs are then 
converted to SVs and AVs in the same way as they 
were when you raised your PC’s SVs and AVs in 
the Character Creation (see subsection 9.17.2 Spend- 
ing the Experience Points, p. 9-43). For example, if 
your PC has the Value of 17 in a certain Skill, he/ 
she needs to gain enough additional XPs to reach 
18, thus 94. If your PC received one or more Modifi- 
ers for the Skill in the Character Creation, you need 
not worry about it now. 


3.4 Aging 


When a Character reaches his/her next Birthday 
and becomes one Year older, you should check the 
Table on p. 9-26 whether your PC’s AVs and PAVs 
change and apply any changes. If there are any 
AV increases, you should also remember to check 
whether there are any further changes, see sec- 
tion 3.5 Consequences of Attribute and Personality 
Attribute Value Changes 3-3 below. 


i Only applies to Dwarf and Elf PC’s whose Gender is Woman. 


3.5 Consequences of Attribute and 
Personality Attribute Value 
Changes 


3.5.1 Attribute Value Changes 


When the Value of a PC’s Attribute increases after a 
sufficient number of XPs has been gained for the At- 
tribute, or if the Value increases in some other way, 
the Player should check whether other Values are af- 
fected. The Values that increase or may increase due 
to an increase in an AV are: 


e BSV of the Attribute in question 

e Toughness Value (if the SIZ BSV increases) 

e Levels of Burden for the Player Character (if 
the STR Value increases) 


The Values of the Skills that are based on an Attrib- 
ute for which the BSV increases, increase immedi- 
ately by one level. In addition, one must remember 
that if the PC’s STRV increases, he/she will meet the 
Weapons’ STR CS Requirements easier (see subsec- 
tion 6.2.10 Weapons, p. 6-19). 


3.5.2 Checking Attribute and Personality At- 
tribute Value Profession Requirements 
(2013-01-14) 
Whenever one of the PC’s AVs or PAVs changes, you 
should also check whether he/she still meets the Re- 
quirements of his/her Profession(s). For each of the 
PC’s Professions, calculate adjusted AV and PAV Re- 
quirements by adding this sum to the Requirements 
for the Profession in question given in the Table on 
p- 9-36: 

Dwarf & Elf Women Mod.! + People-specific 
AV/PAV Mod. + General Waning Mod. + Waning 
of the Danedain Mod.” 

For the values of these modifiers for your PC, see 
section 9.9 Apply People-specific Attribute and Per- 
sonality Attribute Value Modifiers, General Waning 
and Waning of the Dunedain, p. section 9.9. 

Use these adjusted Requirements in the Table in- 
stead of the given ones and check whether the PC 
meets them. If the PC does not meet an adjusted Re- 
quirement for a Profession he/she has, he/she can- 
not have that Profession anymore. Erase it then from 
the Character Sheet. 


3.6 Earnings (2013-03-10) 


How to determine a PC’s Earnings in the Character 
Creation is described in subsection 9.5.4 The Player 


2 Only applies to Dinedain of the North and Dunedain of the South PCs. 
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Character’s Earnings, p. 9-24. 

When Characters make their living by practising 
their resp. Professions they receive Earnings. Each 
full Week they receive their resp. weekly Earnings 
based on their current CS for the same Skill (of 
the Character’s Current Profession Skills) they have 
chosen to hopefully gain XPs for.! This is a net in- 
come, which means that you do not have to take 
into account any of the Character’s regular expenses 
such as for taxes, food etc. 

The CS for certain Skills may be raised by spe- 
cial equipment (see section 6.2 Tables of Goods and 
Items, p: 6-2). 

You may exchange your Character’s weekly 
Earnings to as great monetary units as possible. 


3.6. EARNINGS 


The GM may set restrictions on the Skills that 
can be used as the basis for Earnings at any time 
(and then it is not possible to gain XPs for them 
either). In order to use certain Skills the Characters 
must sometimes travel long distances (for example 
Riding). A Mariner has to do it almost every time 
he/she is practising his /her Profession. This can ob- 
viously affect how the (forthcoming) Adventure un- 
folds. 

Sometimes Characters may practise their Profes- 
sions during Adventures, for example a Soldier may 
be on duty. The GM decides whether (and in what 
way) the Characters receive Earnings in such situ- 
ations. 
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“Gimli stood leaning against the breastwork upon the wall. Legolas sat above on the parapet, fingering his 


bow, and peering out into the gloom.” 


Drdedain and Ents have no currency, and are 
only engaged in barter. This is simulated by the fact 
that the GM or the Players whose Characters belong 
to these Peoples must have their Characters spend 
their Earnings immediately when it has been ob- 


— >" 
he, 
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— The Lord of the Rings, “Helm’s Deep” 


tained. The part of their Earnings that is not used 
immediately is discarded. During Adventures they 
can obviously obtain money, but it cannot be used 
in their cultures. 


1 During slavery and similar work the Character does not receive Earnings. 
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“Suddenly Sam woke up thinking that he heard his master calling. It was evening. Frodo could not have 
called, for he had fallen asleep, and had slid down nearly to the bottom of the pit. Gollum was by him. For a 
eae oa een Sam thought that he was trying to rouse Frodo; then he saw that it was not so. Gollum was talking to 
Sioa! Sméagol was holding a debate with some other thought that used the same voice but made it squeak 
and hiss. A pale light and a green light alternated in his eyes as he spoke.” 


—_ = 
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— — The Lord of the Rings, “The Passage of the Marshes” 
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4.1. Basics 


Arda Marred incorporates a personality system for 
Characters which seldom has been seen before in 
the context of role-playing games. This system is set 
up so that situations where Players have their PCs 
do what you morally and psychologically are un- 
likely to do in real life are avoided, eg. killing in- 
nocent people, stealing or using all their savings to 
prepare for Adventures. 

A Character’s personality consists of six Person- 
ality Attribute Pairs. The Pairs are “opposites”; for 
example Diligence — Laziness, Generosity — Greed 
and Evil — Goodness. 

The Personality Attributes (PAs) have almost 
always Values ranging between 1 och 20, so that 
each Pair’s total value is always 20. For example, 
if a Character has a Generosity Value of 7, his/her 
Greed Value is 13. In this example, he/she would be 
quite greedy, because 7 is a fairly small Value and 13 
is quite great. 

The Personality Attributes and their abbrevi- 
ations are: 


Carefulness (CRF) — Foolhardiness (FHD) 
Diligence (DLG) — Laziness (LAZ) 

Evil (EVL) - Goodness (GDN) 
Generosity (GNR) - Greed (GRD) 
Humility (HML) — Pride (PRD) 

Lust for Power (LFP) — Modesty (MOD) 


4.2 Using the Personality Attributes 


The PAs should decide how the Character acts in 
certain situations, so the Player is not allowed to de- 
cide when the PAs have this effect, nor which PAs 
that are used; all this is decided by the GM. 

The GM must be attentive and notice those situ- 
ations where the Characters’ PAs should determine 
how they (the Characters) act — after all, role-playing 
games are not real life, and therefore the Players 
do not possess the same morals and mentality in 
the game as they do in real life. In these situations 
the Characters’ PAs are used to determine how the 
Characters act, largely in the same way as Attrib- 
utes and Skills are used, but there are some differ- 
ences. As is the case for Attributes and Skills, the 
GM may modify the probability of what the out- 
come will be, i.e. apply one or more CSMs (for ex- 
ample, if the Character is ordered or forced to do 
something, then it should be fairly likely that he/ 
she chooses to do it). In that case, the GM applies 
the CSM(s) to the appropriate PA in the PA Pair, and 
a corresponding negated CSM(s) to the other PA in 


the Pair. Note! Remember that the resp. Total CSMs 
for the PAs in the Pair must not be greater than the 
resp. PAVs, see section 2.1 Chance of Success, p. 2- 
1. If any of the Total CSMs are affected by this, the 
value of the other does not change. Then, PA Rolls 
are made for both of the PAs in the Pair, and the 
PA with the greatest PV “wins”. If the PVs happen 
to have the same value, the GM decides randomly 
which PA “wins”. A PDV (see section 2.4 Perform- 
ance Difference Value, p. 2-6) may then also be cal- 
culated, if needed. 

When PA Rolls are used, there is a certain ele- 
ment of randomness in how Characters act. How- 
ever, if Rolls are made for every situation where PAs 
should be used, the game might become fairly slow, 
so the GM may decide to skip the Rolls; then the 
resp. PVs are obtained by calculating resp. CS — 11. 
Often you do not need to know a PDY, or the PVs 
per se; you just want to find out which PA is the 
“winner”, then only the two CSs have to be com- 
pared; the PA with the greater CS “wins”. 


4.2.1 Using Multiple PAs Combined 


In some situations it may be necessary to use sev- 
eral different PA Pairs to determine how a Charac- 
ter acts (eg. if you are to decide whether a Char- 
acter would like to carry out a robbery both Evil 
and Greed should be used). If CSMs are used, they 
should be applied to all of the PAs involved, so that 
each of the PAs on one of the two opposing “sides” 
receive a Total CSM and each of the PAs on the other 
“side’ receive the same Total CSM negated (but re- 
member that a Total CSM for any PA must not be 
greater than the resp. PAV). The GM should then 
determine the PVs of all the PAs involved, and cal- 
culate the sums of the PVs on both of the opposing 
“sides” respectively and divide them by the num- 
ber of PA Pairs involved. The “side” with the greater 
total PV “wins”. 

If you do not need to know the total PVs or the 
PDYV, you just have to compare the PV sums of both 
“sides”. 

If Rolls are not used and you do not need to 
know the total PVs or the PDV, you only have to 
compare the CS sums for both of the “sides” to de- 
termine which “side” is the “winner”. 


4.2.2 Example 


Here follows an example of a situation where PAs 
should decide how the Character acts. 

A Character arrives at a chasm. Even though 
there is no reason for the Character to try to jump to 
the other side, the Character’s Carefulness and Fool- 
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hardiness should decide what he/she does in this 
situation (what the Player would like his/her Char- 
acter to do does not matter). The GM chooses a suit- 
able CSM for the situation (in this example probably 
a significant one since the GM most likely thinks it 
would be crazy to try to jump for no reason what- 
soever) and decides whether a PA Roll should be 
made or not. The resulting PVs determine whether 
the PC will attempt the jump, and the Player has no 
power over his/her Character in this instance. 

If the Character would have more of a reason to 
attempt the jump, for example if he/she must do so 
in order to continue his/her journey, the GM may 
choose a somewhat less extreme CSM. But still, the 
Player has no say in the situation itself. 


4.2.3 Description of the Personality Attrib- 
utes 


Below follow descriptions of the PA Pairs, and ex- 
amples of situations where resp. PA Pair should be 
used to determine how the Character acts. 


4.2.3.1 Carefulness (CRF) — Foolhardiness (FHD) 


It is possible for the Character to perform an act 
that requires him/her to be courageous, rash and/ 
or bold — or the opposite, hesitant, cowardly and/or 
careful. 


“Will he do, do you think? It is all very well for 
Gandalf to talk about this hobbit being fierce, 
but one shriek like that in a moment of excite- 
ment would be enough to wake the dragon and 
all his relatives, and kill the lot of us. I think 
it sounded more like fright than excitement! In 
fact, if it bad not been for the sign on the door, 
I should have been sure we had come to the 
wrong house. As soon as I clapped eyes on the 
little fellow bobbing and puffing on the mat, I 
had my doubts. He looks more like a grocer- 
than a burglar!’ 

Then Mr. Baggins turned the handle and 
went in. The Took side had won.” 


— The Hobbit, “An Unexpected Party” 


4.2.3.2 Diligence (DLG) — Laziness (LAZ) 


The Character has the chance to do something that 
might require hard work and motivation, for ex- 
ample long-distance travelling (this does not in- 
clude normal Profession practising), but if he/she 
may do something that does not require much work 
he/she might think there is too little to do. 


“Lazy Lob and crazy Cob 

are weaving webs to wind me. 

Lam far more sweet than other meat, 
but still they cannot find me! 


Here am I, naughty little fly; 

you are fat and lazy. 

You cannot trap me, though you try, 
in your cobwebs crazy.” 


— The Hobbit, “Flies and Spiders” 


4.2.3.3 Evil (EVL) - Goodness (GDN) 


The Character has the opportunity to do something 
which is widely seen as cruel and evil, or the oppos- 
ite, something good. 


“Frodo had been in the battle [of Bywater], but 
he had not drawn sword, and his chief part had 
been to prevent the hobbits in their wrath at 
their losses, from slaying those of their enemies 
who threw down their weapons.” 


— The Lord of the Rings, 
“The Scouring of the Shire” 


4.2.3.4 Generosity (GNR) - Greed (GRD) 


Used in situations where it is possible for the Char- 
acter to do something that makes him/her — or oth- 
ers — materially richer. 


"te 
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“Suddenly Sam saw Gollum’s long hands draw 
upwards to his mouth; his white fangs gleamed, 
and then snapped as they bit. Frodo gave a cry, 
and there he was, fallen upon his knees at the 
chasm’s edge. But Gollum, dancing like a mad 
thing, held aloft the ring, a finger still thrust 
within its circle. It shone now as if verily it was 
wrought of living fire. 

‘Precious, precious, precious!’ Gollum cried. 
‘My Precious! O my Precious!’ And with that, 
even as his eyes were lifted up to gloat on his 
prize, he stepped too far, toppled, wavered for 
a moment on the brink, and then with a shriek 
he fell. Out of the depths came his last wail Pre- 
cious, and he was gone.” 


— The Lord of the Rings, “Mount Doom” 
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4.2.3.5 Humility (HML) - Pride (PRD) 


The Character can do something that might require 
him/her to feel pride, or could be considered to be 
beneath his/her dignity. 


4.2.3.6 Lust for Power (LFP) - Modesty (MOD) 


The Character has a chance to get more power over 
other creatures — or not to accept this power. 
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Chapter 5 


Combat and Wounds 


“Then Boromir had come leaping through the trees. He had made [the Orcs] fight. He slew many of them and 
the rest fled. But [Boromir, Merry and Pippin] had not gone far on the way back when they were attacked 
again, by a hundred Orcs at least, some of them very large, and they shot a rain of arrows: always at Boromizr. 
Boromir had blown his great horn till the woods rang, and at first the Orcs had been dismayed and had 
_ drawn back; but when no answer but the echoes came, they had attacked more fierce than ever. Pippin did 
not remember much more. His last memory was of Boromir leaning against a tree, plucking out an arrow; 


Lad 
___ then darkness fell suddenly.” 
— The Lord of the Rings, “The Uruk-Hai” 
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Since the world in ancient times was a primitive one 
in which dangers were many, it is sometimes neces- 
sary for Characters to fight for their lives. These situ- 
ations are often exciting, but a great Adventure does 
not consist only of battles. 

In combat and other speedy situations, it is es- 
pecially convenient for the GM to use a Sketch of 
the situation. For very small-scale battles this may 
not be necessary — one can carry out such a battle 
without any aids at all — but it makes it easier for the 
GM to get an overview of the situation. The Play- 
ers are not allowed to see the Sketch; it acts as an 
aid only for the GM, who describes the situation 
for the Players verbally. The Sketch should show 
the exact positions of the participants in the battle, 
buildings, trees, shrubs and other objects that may 
affect the sequence of events, and the right propor- 
tional distances between them. This can be done on 
paper, with pencil and ruler (eg. half a centimetre 
may represent one yard) or by using appropriate 
computer graphics software. 


5.1 Start of Combat 


There are a few things that need to be done before 
the Combat Sequence can start. These are described 
below. 


5.1.1 Determining Normal and Maximum 
Movement Rate 


Normal and Maximum Movement Rate (Normal MR 
and Maximum MR) should be determined for all 
participating Characters and noted down on their 
Character Sheets. The Travelling CS is used in the 
Movement Rate Table to determine Normal MR and 
the Short-distance Running CS is used to determine 
Maximum MR. The Travelling and Short-distance 
Running CSes can as usual be affected by CSMs 
such as the Character’s TWM, but can also be modi- 
fied according to the weather conditions and terrain 
(see subsubsection 2.1.1.3 Weather Modifiers, p. 2-5, 
and the Terrain Modifiers for the Skill Travelling on 
p. 8-27). 


5.1.2 Reaction 


Any Characters who were unprepared for Combat 
must first React before they can do anything else, 
such as pulling out a weapon. To find out how long 
it takes for a Character to React, the Player makes a 
AGI Roll and then checks the following Table. 


AGI PV Reaction Time (s) 
(~20)-(-14) 


(=13)-(—-4) 
(—3)-(+6) 


During the time a Character is Reacting, the only 
thing he/she can do is to perceive things using the 
Skill Perception (with a certain CSM, see the the 
Table of Common Combat Actions below). He can 
not use Interruptions (see section 5.4 Information 
about the Combat Situation by the GM and Inter- 
ruptions, p. 5-4) and not send messages (see the 
Table of Common Combat Actions below). 


5.1.3. Combat Situation 


The GM first describes the situation for the Players: 
everything that the PCs know that may be relevant 
to how they start the battle. If the GM believes that 
it is uncertain whether any Character knows some- 
thing that can be relevant, a Perception Roll is made. 

Then the order in which the participating Play- 
ers must declare what they choose their Characters’ 
first Action (see section 5.2 Combat Sequence, p. 5-2) 
in the battle to be is randomly decided. The Play- 
ers then declare their Characters’ first Action in this 
order. 


5.2 Combat Sequence 


Combat is a muddle of events that require quick de- 
cisions and nobody has full control over what hap- 
pens. To make order out of this mess it is necessary 
to regulate the sequence of events. 

The battle rolls forward in units of one Second. 
Characters operate in Combat by performing Ac- 
tions. All Actions that the participating Characters 
perform take a certain number of exact Seconds. 
When a Character is finished with an Action, he/she 
may immediately start performing the next. Eg. if a 
Character performs an Action that lasts two Seconds 
and then one that lasts three Seconds, the two Ac- 
tions take a total of 2 + 3 = 5 Seconds. The GM 
keeps track of the Characters’ Actions. As a tool he 
can use the Combat Sequence Scheme, where he/she 
writes down the names or designations of all the 
Characters, and notes down the points at which all 
the Characters’ actions begin and end. 

The order in which the participating Players 
must declare their Characters’ Actions is randomly 
decided also in the middle of Combat if multiple 
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Players are to declare what their Characters are go- 
ing to do at the same time. 

Below is a Table of Common Combat Actions 
that can be performed during Combat, and import- 
ant information about them. It is not possible to list 
everything a Character can do, so if a Player decides 
to have his/her PC do something that is not listed, 


Duration / The perform- 
The duration | ance depends 
depends on... | on... 


AGI PV, 

see subsec- 
tion 5.1.2 Re- 
action, p. 5-2 


Reaction 


the GM must decide how many Seconds the Action 
takes, how many Seconds it takes for the PC’s WrM 
to decrease, drawbacks etc. A Character may send a 
short message and/or a signal during each Second, 
except when he/is performing certain Actions, see 
the Table below. 


Short mes- 
sages al- 
lowed? 


Number of 
Seconds for 
WrM to Drop 
by 1 level 


Perception 
CSM 


Waiting The Player 

decides 
Moving to- Distance / ee 
wards a point | CMR ee x2 —— 


Dashing to- 
wards a point 


Distance / HRD Value oe 
CMR a= 


Uttering a The length of 
long message | the message 


See subsec- See subsec- 
tion 5.7.1 Close 
Quarters Com- 


bat, p. 5-6 


Participation 
in Close Quar- 
ters Combat 
bat, p. 5-6 
See sec- 

tion 5.7.1 At- 
tacking a 
Defenceless / 


Attack against 
defenceless / 
unaware Char- 


acter (CQC) 


unaware Char- 


ACen p07 


See Berserker- 
gang 


See Berserker- 
sang 


Berserker- 
gang! 


AGI PV, 
Weapon 
(Bows) PV 


Bowshot 


tion 5.7.1 Close 
Quarters Com- 


—— 
a <2 

Yes 
ee on 


The num- 

ber for each 
Action per- 
formed during 
Berserkergang 
is divided by 2 
(round down) 


~ 


/ 


Value x 2 


T Ts not an Action in itself; other Actions may be performed during it, see Berserkergang. 


2 In addition to any other Modifiers. 
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Duration / The perform- 
The duration | ance depends 
depends on... | on... 


AGI PV, 
Weapon 
(Slings) PV 


Throwing PV 


Slingshot 


Throwing an 
object 


Aiming: 2s 
+ Throwing: 
Instantaneous 


Preparing and 
casting a Spell 


The Prepara- 
tion Time of 
the — 


= 
oneself to / 
Getting up off 
the ground/ 
floor 


Bringing forth 
/Putting away 
an object 


Dropping an Instantaneous 
object to the 


ground /floor 


Climbing 
(over) an 
object 


Climbing PV 


Taking cover 
behind an 
object 


5.3  Weariness Modifier Decreases 


As shown in the Table of Common Combat Ac- 
tions on p. 5-3, Combat is exhausting — the parti- 
cipants’ WrM decreases when they have performed 
certain Actions during a certain number of Seconds. 
The number of Seconds is determined by resp. par- 
ticipant’s HRD AV (not CS). Thus, the remaining 
time it takes for the Characters to get weary cannot 
change during Combat. 


Short mes- 
sages al- 
lowed? 


Number of 
Seconds for 
WrM to Drop 
by 1 level 


Perception 


5.4 Information about the Combat 
Situation by the GM and Inter- 
ruptions 


When a PC is finished performing an Action, the 
GM should inform the Player about this and the 
PC’s situation in the battle: everything the PC is 
aware of that may be relevant to how he/she con- 
tinues the battle. Also, when the GM believes that 
something has happened in Combat when a Second 
has ended that one or more players should know 
about, he tells the Player(s) this. 

When. needed, Perception Rolls are made to 
check whether a Character Perceives something rel- 


1 The Preparation is interrupted if the Character sends a Short Message. 
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evant in Combat. A Character’s field of view in 
Combat is considered to be 180 degrees (if he/she 
is not wearing a helmet or the like that makes the 
field of view narrower) in the direction the charac- 
ter is facing or going. At the point in time between 
two Seconds, a Character is only able to perceive: 


e Ongoing Actions 


e Instantaneous Actions occurring at that point 
in time 


Characters cannot perceive Actions that were fin- 
ished or are started at points of time between two 
Seconds. It is important that the GM is attentive and 
convey all relevant information that the Characters 
perceive to the Players, for it is by using this inform- 
ation that the Players decide how they should con- 
trol their Characters in Combat. If a PC is perform- 
ing an Action, its Player has the chance to interrupt 
it and have the PC start performing another Action. 


5.5 Bringing forth/Putting away an 
object 


This Action must be performed by a Character who 
brings forth any object in order to hold it in his/her 
hand(s). It must always be performed by a Char- 
acter who will be using a Weapon in Combat and 
do not yet have it drawn. An AGI Roll determines 
how many Seconds the Action takes. Each Weapon 
is normally carried in a certain way and is associ- 
ated with a CSM for drawing it. This information is 
provided in subsection 6.2.10 Weapons, p. 6-19. 

The table below shows how many Seconds it 
takes to bring forth each Weapon, and also how 
many Seconds it takes to draw each Bow in order 
to shoot with it (that is, to draw its string in pre- 
paration for the shot), depending on the PV of the 
AGI Roll. This Action should also be used when a 
Character wants to pick up or put down something 
off/on the ground/floor or bring forth or put away 
something. When a Character brings forth a Shield, 
he/she may choose how he starts to hold it, or else 
he/she keeps it so that it protects his/her front, see 
subsubsection 5.7.2.4 Protection by Shield, p. 5-10. 
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“Did the verses apply to you then?’ asked 
Frodo. ‘I could not make out what they were 
about. But how did you know that they were 
in Gandalf’s letter, if you have never seen it?’ 

‘I did not know,’ he answered. ‘But I am Ar- 
agorn, and those verses go with that name.’ He 
drew out his sword, and they saw that the blade 
was indeed broken a foot below the hilt.” 


— The Lord of the Rings, “Strider” 
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5.6 Normal and Maximum Move- 
ment Rate 


A Character’s Normal MR, ie. “normal” ability to 
Move in combat and other speedy situations, is ad- 
apted for conditions in which it is best to keep at- 
tention in all directions, when the Character is not 
moving as fast as he/she could actually do. It is ex- 
pressed in how many yards the Character normally 
is able to Move during each passing Second in Com- 
bat. 

A Character can Move faster than what his/her 
Normal MR permits, i.e. Dash, but then he/she is 
not so attentive to his/her surroundings and tires 
more quickly, see the Table of Common Combat Ac- 
tions, p. 5-3. The greatest speed at which a Character 
may Dash is the Maximum MR. 

Note! During Combat, the Short-distance Run- 
ning and Travelling CSes (and thus Maximim and 
Normal MR) are — exceptionally — not affected by 
changes to the Character’s WrM. In contrast, both 
(and hence Normal and Maximum MR) are affected 
by changes to other Weakness Modifiers, and to 
Weather Modifiers and Terrain Modifiers. 

A Character’s WrM decreases when he/she 
Moves, see the Table of Common Combat Actions 
on p. 5-3. 


5.7 Combat Methods 


There are two main ways to inflict damage upon op- 
ponents in Combat; Close Quarters Combat (CQC), 
where hand weapons and natural weapons are 
used, and Ranged Combat, where Bows, Slings and 
Throwing Weapons (Javelins and other objects that 
are Thrown) are used. 

All Characters who are going to use a Weapon 
in Combat and not yet have it drawn must first 
bring it forth, see section 5.5 Bringing forth/ Putting 
away an object above. The Skills Unarmed Combat 
and Dodging can be used directly, without bringing 
forth anything. 

In subsection 6.2.10 Weapons, p. 6-19 you will 
find a lot of other important rules for Weapons. 

Whenever a Character uses a Weapon Skill (see 
section 8.17 Weapon Skills, p. 8-28), or any Attribute 
or Skill as a Weapon Skill, he/she receives a —1 CSM 
for each level his/her STR CS is less than the STR 
CS Requirement(s) of the Weapon used, see subsec- 
tion 6.2.10 Weapons, p. 6-19. Every COC Weapon 
and Shield has different STR CS Requirements for 
Single and Two-handed Use. 


5.7.1 Close Quarters Combat (2012-11-29) 


If x (> 1) number of Characters, which are hostile 
to each other, for any reason enter a circular area 
with a diameter of x yards, without obstacles (such 
as other combatants) in the way and at least one 
of them wants to initiate COC, or attack the others, 
CQC begins. 

If the GM wants, he can act with common sense 
here and allow for example a Character with a long 
Weapon such as Pike to Attack an enemy Character 
also at greater distances. 

In CQC, a Character may hold and use one 
Weapon in each hand at most, or one Weapon with 
both hands. 

Each CQC Weapon has a certain DCQCM (De- 
fensive Close Quarters Combat Modifier), OCQCM 
(Offensive Close Quarters Combat Modifier) and DM 
(Damage Modifier) and therefore contributes to both 
offence and defence. The Skill Dodging always con- 
tributes only to the defence, and when Unarmed 
Combat is used for kicking, it contributes just to the 
offence. Each Weapon’s DCQCM, OCQCM and DM 
are listed in subsubsection 6.2.10.1 Close Quarters 
Combat Weapons, p. 6-19. 

Bows and Slings are counted as non-Weapon ob- 
jects in CQC, see subsection 5.7.3 Using other Ob- 
jects as Weapons, p. 5-10. 

Each CQC comprises one or more Rounds. When 
a Round is over, each of the combatants may cancel 
the CQC and for example move away from it. 

This is how a Round is executed: 


1. Calculate for each Character DCQCCS (De- 
fensive Close Quarters Combat Chance of Success, 
by using DCQCM), OCQCCS (Offensive Close 
Quarters Combat Chance of Success, by using 
OCQCM) and DCS (Damage Chance of Success, 
by using DM) for all Skills to be used in the 
Round. For each functional hand holding a 
Weapon the Skill of the Weapon in question 
is used, see subsection 6.2.10 Weapons, p. 6- 
19 (when a Character is holding two copies 
of a certain Weapon the Weapon Skill is used 
twice). For each functional hand not holding 
any Weapons the Skill Unarmed Combat is 
used. In addition, Unarmed Combat is always 
used for Kick if both the Character’s legs are 
functional, and Dodging if at least one leg is 
functional. 


2. Make a Skill Roll for each Skill. 


3. Determine DCQCPV (Defensive Close Quarters 
Combat Performance Value), OCQCPV (Offens- 
ive Close Quarters Combat Performance Value) 
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and Damage for each Skill, using the result 
of its Roll for both. If any calculated Value is 
less than 0 it is counted as 0 (OCQCPV for 
Dodging and DCQCPV for Kick are both al- 
ways 0). 


. Determine each of the Characters’ CDCOQCPV 
(Character’s Defensive Close Quarters Combat 
Performance Value) and COCQCPV (Charac- 
ter’s Offensive Close Quarters Combat Perform- 
ance Value) by calculating the sum of all of 
their respective DCQCPVs and OCQCPVs. If 
any calculated Value is less than 0 it is coun- 
ted as 0. 


. Determine SOCQCPV (the OCQCPV of the 
side) and SDCQCPV (the DCQCPV of the 
side) for both contesting sides by calculating 
the sum of COCQCPV and CDCQCPY for all 
Characters on the same side and apply the Dis- 
advantage Modifier from the previous Round if 
any (see item 8 Close Quarters Combat, p. 5- 
7). If any calculated Value is less than 0 it is 
counted as 0. 


. Determine the Performance Difference Value 
(PDV1) of one of the sides by calculating 
SOCOCPV1 — SDCQCPV2 and the other 
side’s corresponding Value (PDV2) by calcu- 
lating SOCQCPV2 — SDCQCPV1. The side 
that gets the greater PDV will win the Round, 
if it is not interrupted. If both sides end up 
with the same PDV, the Round will end in a 
draw. 


. Determine the number of Seconds the Round 
will take by calculating the losing side’s 
SOCQCPV + SDCQCPV — the winning side’s 
SOCOCPV. If the result is less than 1, it is 
counted as 1. If it turned out that the Round 
ends in a draw, both times shall be counted 
(first with one of the sides as winner and then 
the other), and the shorter one is used. 


. If the Round will have a winning side: Calcu- 
late the Disadvantage Modifier the losing side 
will have in the eventual following Round by 
adding 5 to the winning side’s PDV (a result 
of 0 or less is counted as 1). This Disadvantage 
Modifier should be applied even if the set of 
Characters on the side has changed at the start 
of the next Round. 


. If the Round is interrupted, the losing side 
gets a Disadvantage Modifier which is propor- 
tional to the elapsed time of the Round (round 
down). 


10. If the Round is not interrupted: 


(a) If the winning side’s PDV is greater 
than 0: The Character with the smal- 
lest CDCQCPV on the losing side (if 
two or more Characters have the smal- 
lest CDCQCPV, select randomly one of 
them) is hit by the Character on the win- 
ning side with the greatest COCQCPV 
(if two or more Characters have the 
greatest COCQCPV, select randomly one 
of them). See subsection 5.8.1 Wounds in 
Close Quarters Combat, p. 5-11 for how 
to calculate the Wound the Weapon in- 
flicts. 


(b) If the winning side’s PDV is 0 or less: 
there is a Clash of Weapons between 
the Weapon whose Skill received the 
greatest single DCOQCPV of all Skills 
used by the Character with the greatest 
CDCQCPV on the losing side during the 
Round and the Weapon whose Skill re- 
ceived the greatest single OCQCPV of 
all Skills used by the Character with the 
greatest COCQCPV on the winning side 
during the Round. See subsection 5.9.1 
Clash of Weapons, p. 5-12 for how to 
check whether the Weapons withstand 
the Clash. 


11. If the Round is going to be a draw: 


there is a Clash of Weapons (see sub- 
section 5.9.1 Clash of Weapons, p. 5-12) 
between the Weapons with the greatest 
DCQCPV + OCOCPV of the Characters with 
the greatest CDCQCPV + COCQCPV on both 
sides. 


Attacking a Defenceless/unaware Character 
Sometimes it happens that a Character for some 
reason does not constitute any direct opposition. It 
may be that he/she turns around and tries to escape 
from CQC, is seriously wounded or have not no- 
ticed the enemy before he/she is attacked. In such 
cases the attack works as COC, but with certain as- 
sumptions and exceptions: 


e The attacked receives no Disadvantage Modi- 


fier from before 


e The COCQCPYV of the attacked is 0 
e The CDCOCPV of the attacked is his/her 


Movement Rate at the moment of the attack, 
for example if he/she Moves 5 yards per 
Second his/her CDCQCPY is 5 (if he/she just 
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started an escape from CQC, his/her MR is 
0 yards per Second) 

e The attacking side is counted as the winner of 
the Round 

e PDV is calculated individually for each at- 
tacker 

e If an attacker’s PDV is greater than 0, he man- 
ages to hit 


e The Round is assumed to be 1 Second long 
whether there was a hit or not 


5.7.2 Ranged Combat (013-0101) 


Ranged Combat means that a Character tries to hit a 
Target, usually another Character, by Bow, Sling or 
objects that are Thrown such as Javelin. As already 
mentioned in section 5.7 Combat Methods, p. 5- 
6, Characters have to have the Weapons or objects 
drawn in order to use them. 

All Bows and Staff Sling must always be used 
Two-handedly, while Sling is used Singly-handedly. 
Throwing is always done Singly-handedly. 

In order for a Character to Shoot or Throw at a 
Target, there must be at least half a yard between 
him/her and his/her target, and if there are any 
obstacles in the way, he/she will hit them instead. If 
other Characters are in the line of fire or not further 
away than 1 yard, either in front of or behind the 
target, they may get hit instead. See then subsubsec- 


1 
Arm 
(right) 


Arm (right) 
Arm (left) 
Ben (right) 
Ben (left) 
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tion 5.7.2.3 Unintentional Shots/Throws, p. 5-9. 

It is possible to Aim and Shoot or Throw at a 
moving Target; the Target does not have to be sta- 
tionary. 

If you want your Character to attack another 
Character you should first select a Body Part on the 
attacked Character to target. If Bows or Slings are 
used, it takes time to bring forth ammunition, and 
additional for Bows it will take time to load and aim. 
The Action Bringing forth/ Putting away an object is 
also used for this, see the Table of Common Combat 
Actions, p. 5-3. 

Then a Skill Roll is made for the Skill used. 
(Note! When a Character throws a Weapon or ob- 
ject the Skill Throwing is always used, also when a 
Javelin is thrown). If the resulting PV is 0 or greater, 
the shot/throw travels in the right direction, and 
if it does not hit a Shield that the targeted Char- 
acter is holding (see subsubsection 5.7.2.4 below, 
ignore this if the target is not a Character) and if 
he/she does not manage to Parry or Dodge (see 
subsubsection 5.7.2.5 Parrying and Dodging, p. 5- 
10), the chosen Body Part on the attacked Charac- 
ter is hit. If PV is —1 or —2, D6 is rolled to determ- 
ine whether the shot/throw goes in the direction to- 
wards a different Body Part than the one targeted, or 
whether there will be a complete miss, see the table 
below. 


3 
Leg 
(right) 


Miss 


Roll = 


Roll see 


Roll again 
Miss 
Miss 
Miss 
Miss 
Miss 

Roll again 


Miss 
Miss 
Miss 


Miss 
Miss 


(2012-10-25) 
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When a Body Part is hit in Ranged Combat, 
you should determine the Damage it receives, see 


5.7.2.1 CS Modifiers 


Certain conditions and situations affect the attack- 


bsection 5.8.2 Wounds in R. d Combat, p. 5-11. 
— ita re ah ing Character’s CS in the Skill being used. 


CSMs that are applied when the attacker uses any Ranged Weapon: 


Moving Target (horizontally/vertically) with re- 
spect to the attacker 


—[the Target’s Movement (yards per Second) hor- 
isontally/vertically with respect to the Archer/ 
Slinger] x 2 


For each level the Target’s SIZ Value is greater than | +1 
13 


For each level the Target’s SIZ Value is less than 13 


CSMs that are applied when the attacker uses a Projectile Weapon: 


For each whole yard farther than 40 yards to the | —1 
Target 
For each whole yard shorter than 40 yards to the | +1 
Target 


Tailwind or crosswind —[wind speed (yards per Second)] 


Headwind The Range of the Weapon used decreases by [wind 
speed (yards per Second)] x 2 % 


CSMs that are applied when the attacker Throws a Weapon or other object: 


For every 2 whole yards farther than 10 yards to the Target | -1 | 


1 
1 


For each whole yard shorter than 10 yards to the Target 


2012-12-29 


5.7.2.2 Range 


It is not possible to Shoot or Throw farther 
than the Range of the Weapon used. Each type 
of Bow has a certain Range mentioned in sub- 
subsection 6.2.10.2 Projectile Weapons, p. 6-22, 
while the Range for a Slingshot is the Character’s 
(STR PV + 20) x 10 yards, and for a Javelin Throw 
it is (STR PV + 20) x 1.5 yards. For other objects 
Thrown the Range is (STR PV + 20) yards. 


5.7.2.3 Unintentional Shots/Throws 


For each character who is on the line of fire or at 
most one yard from it and who is not the Target 


of the Shot/Throw, the GM makes a D100 Roll, be- 
ginning with the Character who is closest to the 
shooter/thrower, and so on. If the result is at most 
the SIZ Value of the Character in question, the Shot/ 
Throw will go in his/her direction. If no Character 
that is not the Target (and is in front of the Targeted 
Character in the line of fire) is hit, but the Character 
who is the target is not hit either, (i.e. the direction of 
the Shot/Throw is not towards a different Body Part 
than the targeted one) the Shot/Throw will travel a 
further 30 yards longer than the distance to the Tar- 
get (though not beyond the Weapon’s Range) and 
then it could hit Characters in the line of fire in the 
same way. 
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When a Shot/Throw is accidentally directed to- 
wards a Character and the Character does not suc- 
ceed (or choose) to Parry or Dodge, the GM should 
decide which Body Part the Shot/Throw is directed 
towards by rolling D20 and checking the table be- 
low. 


Leg (right) 


(2012-10-25) 


5.7.2.4 Protection by Shield 


A Character who has brought forth a Shield can use 
it to protect himself/herself from Ranged Weapons. 
There are two ways to hold the Shield: so that it pro- 
tects the front, or so that it protects the side at which 
it is held (if it is held by the right hand it protects 
from the right). The Character is not protected from 
other directions. 

When a Character brings forth a Shield, its 
Player (or the GM if the Character is an NPC) may 
choose the way in which the Character starts hold- 
ing it, otherwise it will be held so that it protects the 
Character’s front. When there is reason to change 
the way, the GM informs the Player about this and 
he may have his Character change. 


“Tis not a bird, whatever else it be,’ 
answered Anborn. ‘It has four limbs and 
dives manwise; a pretty mastery of the craft 
it shows, too. What is it at? Seeking a way up 
behind the Curtain to our hidings? It seems 
we are discovered at last. I have my bow 
here, and I have posted other archers, nigh 
as good marksmen as myself, on either bank. 
We wait only for your command to shoot, 
Captain. 

‘Shall we shoot?’ said Faramir, turning 
quickly to Frodo.” 


© TedNasmith_ — Le Lord of the Rings, “The Forbidden Pool” 


Note! An exception here is Buckler, which can- 
not protect against Ranged Weapons in this way. 

Depending on the type of Shield the Character 
has, different Body Parts are protected: 


a 
Round Shield Shield-arm 


Great Round Shield | Shield-arm, Trunk 
Kite Shield Shield-arm, “Shield-leg” 


(2012-10-25) 


5.7.2.5 Parrying and Dodging 


If a Character cannot protect himself/herself against 
thrown Weapons or objects as explained above, it 
is possible for himself/herself to Parry by Shield 
(including Buckler) or use Dodging instead (the 
projectiles of Bows and Slings cannot be Parried 
or Dodged. This requires that the Character sees 
the Weapon or object being thrown (the doubtful 
situations are decided by Perception Rolls). A Roll 
is made for the Skill used (Weapon (Shields) or 
Dodging) and if the resulting PV is at least 0 the 
Parry or Dodge is successful. Every time a Charac- 
ter manages to Dodge a Shot/Throw it continues to 
travel a further 30 yards (though not further than 
the used Weapon’s Range). 


5.7.3 Using other Objects as Weapons (2013-01-02 


It is possible to use almost any object as a Weapon, 
but the GM always decides for each case. When a 
Character uses a non-Weapon object as a Weapon, 
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the GM should come up with suitable values for 
CSM used when Bringing Forth, STR CS Require- 
ment, DCOCM, OCOCM etc. and how it is Carried. 
In CQC, the attribute AGI is used for non-Weapon 
objects. When Throwing, the Skill Throwing is used 
as always, but the GM should come up with a suit- 
able CSM. When stones, apples and similar objects 
are Thrown, the CSM is —1. 


5.8 Injuries and Healing 


5.8.1 Wounds in Close Quarters Combat 


When a Character manages to hit another in CQC 
it is always that of his Weapons whose Skill got the 
greatest single OCQCPV (see subsection 5.7.1) of all 
Skills used by the Character in the current Round 
(see subsection 5.7.1) that inflicts its Damage (if two 
or more Skills got the greatest OCQCPV, choose 
one of them randomly). Then the Character’s Player 
chooses which Body Part the Character hits, based 
on the table below. 


The Losing Side’s Disadvantage 
The Winning Side’s PDV Modifier in the next Round Wear / Eligible Body Parts to be hit 


Legs, Non-shield-arm!, Trunk 
Legs, Arms, Trunk 


5.8.2 Wounds in Ranged Combat 


Damages inflicted by the various Ranged Weapons 
are listed in the table below: 


1 All Shield Types except Buckler. 


(2012-10-25) 
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Projectile Weapons See the column Distance Intervals (yards): Damage in section 6.2 Tables of 
Goods and Items, p. 6-2 


Javelins 
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(STR PV") + 20) x 1.5 + DM — 20 


Other Weapons and objects Thrown | STR PV! + DM 


5.8.3 Penetrating Damage 


If a Character is hit and is wearing Armour and/ 
or has Natural Protection on his/her Body Part that 
was hit, its total Protection Value (PrV) is substrac- 
ted from the Damage, and the result is Penetrat- 
ing Damage with a number of Damage Points on the 
Body Part. The PrVs of the various Armour Types 
are given in subsection 6.2.2 Armour, p. 6-3. If the 
total PrV is the same or greater than the Damage, 
there will be no Penetrating Damage. If the Char- 
acter does not wear Armour or have Natural Pro- 
tection on the Body Part, the Penetrating Damage is 
the same as the Damage. 


5.8.4 Effects of Damage (2013-01-15) 


When a Character receives Penetrating Damage on 
a certain Body Part and the number of Damage 
Points exceeds the Character’s TGHV, he/she re- 
ceives a[TGHV — [the number of Damage Points]] 
Wound Modifier for all Attributes and Skills that need 
the Body Part in question in order to be used. 

Note! Wound Modifiers for the Head and 
Trunk work like Weakness Modifiers for the Char- 
acter, i.e. these Wound Modifiers are added to the 
TWM. 

Furthermore, every individual Penetrating 
Damage that resulted in a Wound Modifier starts to 
Bleed. This is represented by the fact that the Char- 
acter receives a Blood Loss Modifier (BLM). The BLM 
is +0 in the beginning, but it drops by one (1) level 
regularly until the Bleeding is stopped completely 
using the Skill First Aid. The length (the number of 
Seconds) of the intervals is determined by calculat- 
ing —120 x [HRD Value] / Wound Modifier (round 
normally). 

Any Wound Modifier, along with the associated 
number of Seconds it takes for the BLM to drop by 
one (1) level, is noted down on the Character Sheet 
at the wounded Body Part. 

Both Wound Modifiers and Bleeding for the 
Head and Trunk can lead to the Character’s TWM 
dropping so low that the Character becomes uncon- 
scious or even dies, see subsubsection 2.1.1.2 Weak- 
ness Modifiers, p. 2-2. 


(2013-01-13) 


5.8.5 Healing 


For a Wound to begin to heal, its bleeding must first 
be stopped completely. The Skill First Aid is used 
for this purpose. 

Generally, a Wound Modifier may increase by 
10 levels at most, but not greater than to +0. This 
means that a Wound Modifier less than —10 will 
lead to lasting harm to the Character. If for example 
there is such a Wound Modifier for a Leg, the Char- 
acter could be said to have become lame for the rest 
of his/her life. 

When a Wound’s Bleeding has been stopped, a 
HRD Roll with no CSM is made and the number 
of Hours of Rest or Sleep it takes for the Wound 
Modifier to increase by 1 level is determined by cal- 
culating 772 — 20 x HRD PV. Without the use of 
the Skill Healing (see section 8.8 Healing, p. 8-18), a 
Wound Modifier can only increase 5 levels at most. 
However, the healing time can also be shortened by 
using Healing. The rest (if the Wound Modifier is 
less than —5) requires Healing to heal at all. 


5.8.6 Recovery from Blood Loss 


A Character starts to recover from Blood Loss, i.e. 
the BLM begins to increase towards +0 only when 
all the Bleeding has been completely stopped using 
the Skill First Aid. A HRD Roll with no CSM is made 
and the number of Hours of Rest or Sleep it takes 
for the BLM to increase by 1 level is determined by 
calculating 132 — 4 x HRD PV. 

Note! The recovery from Blood Loss is not sup- 
ported by the Skill Healing or the Spell Healing. 


5.9 Sturdiness of Weapons and Ar- 
mour 


5.9.1 Clash of Weapons 


The Damage a Weapon does to another Weapon is 
the same as if it dealt the Damage to a Character. 
If the Damage to a Weapon is equal to or greater 
than the Weapon’s Sturdiness (STD, see subsubsec- 
tion 6.2.10.1 Close Quarters Combat Weapons, p. 6- 


1_The PV obtained for calculating Range (see subsubsection 5.7.2.2 Range, p. 5-9 
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19) it means that the Weapon breaks and cannot be 
used anymore (unless it is repaired). 


5.9.2 Sturdiness of Pieces of Armour 


The STD of Armour Pieces (see Clash of Weapons 
above) is the same as the SIZ Value they fit (see 
Clothing and Armour in Tables of Goods and Items). 
i.e. a Piece of Armour that fits a SIZ Value of 10 
has an STD of 10. STD is reduced by 1 each time a 
Weapon penetrates (ie. when the Penetrating Dam- 
age is at least 0), and when it reaches 0, the Piece 
of Armour breaks and its PrV becomes 0. If it is re- 
paired, it becomes whole again and its normal PrV 
is restored. 


5.9.3 Exceptions to Sturdiness 


It is not possible to Parry with Projectile Weapons 
and therefore they have no STD (their associated 
Ammunition, i.e. Projectiles, has, however). If a Pro- 


jectile Weapon is hit for some reason, it breaks im- 
mediately. 


5.10 Special Rules 


There are certain Weapons and Techniques that re- 
quire special rules. 

Each of the Arrows, stones etc. and also 
Weapons that are Shot or Thrown and do not hit 
any Character can be found by a successful Percep- 
tion Roll, ie. a Roll is made for every object Shot 
or Thrown away. The GM may modify CS depend- 
ing on the terrain, but if the ground is rocky, stones 
will certainly be found. In the case of Weapons, CSM 
may be +6. Other objects can be found in or near 
the bodies they hit, and no Roll is needed for this. 
If they have hit (Armour of) metal, stone or other 
hard material, they may have broken (see Clash of 
Weapons above). if Arrows have been broken delib- 
erately, they cannot be reused. 
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© Anke Eifmann 


“Took, my friends!’ [Aragorn] called. ‘Here’s a pretty hobbit-skin to wrap an elven-princeling in! If it were 
known that hobbits had such hides, all the hunters of Middle-earth would be riding to the Shire.’ 
‘And all the arrows of all the hunters in the world would be in vain,’ said Gimli, gazing at the mail in 
wonder. ‘It is a mithril-coat. Mithril! I have never seen or heard tell of one so fair. Is this the coat that Gandalf 
— ? wr 
spoke of? Then he undervalued it. 


— The Lord of the Rings, “Lothlérien” 
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6.1 Money 


Arda Marred takes place in ancient times when cur- 
rency and and the monetary system was not very 


well developed. Here are, however, the monetary 
units available as well as their relative values: 


4 Copper Farthings (cf) = 1 Copper Penny (cd) 

100 Copper Pennies (cd) = 1. Silver Penny (sd) 
4 Silver Pennies (sd) = 1 Silver Piece (spc) = 1 Gold Penny (gd) 
4 Gold Pennies (gd) = 1 Gold Piece (gpc) 


So: 1 gpc = 4 gd = 4 spcs = 16 sd = 1600 cd = 6400 cf. 


6.2 Tables of Goods and Items 0012122 


Below are listed a number of goods and items for 
various purposes, as well as their Price/ Value and 
Weight and/or Volume and other characteristics. 
Some goods and items have special properties that 
have effects on SVs and AVs amongst other things; 
the properties are given in the Properties column. 
The table also mentions even some magical goods 
amd items, mostly of Elvish origin, which existed in 
the distant past. 


6.2.1 Prices, Availability and Weights (2012-12-26) 


Prices and whether the items are available at all vary 
greatly depending on the Environment in which the 
acquisition is to be made. Every location where it is 


Smallest Roll Result % of Price given 
Required to be Available 


"Distance” between 
Environment and Availability 


0 (the same) 


possible for Characters to make purchases is in a cer- 
tain kind of Environment: Cities, Towns, or Villages/ 
Rural, and each item listed in the tables below has 
also a certain Availability: Cities, Towns, Villages/ 
Rural or All. Goods and items with an Availabil- 
ity of “All” have all three (Cities, Towns, Villages/ 
Rural) as Availability at once. 

When a Player wants to have his/her PC make 
a purchase in connection with PC Creation or in 
Everyday Life, the desired goods or item will al- 
ways be available, for the price given in the tables. 

If, however, a Player wants to have his/her PC 
buy an item during an Adventure, the GM should 
decide what kind of Environment the PC is located 
at that moment, and then the Player should roll D10 
and use the following table to determine whether 
the goods or item are available and if so, for what 
percentage of the Price given in the tables. 


If multiple copies of an item are to be purchased, 
determine whether all of them are available at once, 
not whether each of them is available. 

Furthermore, if an item is purchased during 
an Adventure, the price may somewhat vary ran- 
domly, so the Price changes by (Dj20 — Dj20)% 
after taking into account the Environment and 


2012-12-25 


Availability. 

If "—” is specified as Weight in the tables, the 
Weight is negligible at least as long as it only con- 
cerns one (1) copy of the items in question. If the 
number is, say, 100, the GM must use his/her com- 
mon sense. 

A litre of water weighs 2.2 lbs. 


6.2.2 Armour 


6.2.2.1 Armour for the Arms 
6.2.2.2 Armour for the Arms and Trunk (2012-10-25) 


6.2.2.3 Armour for the Head 
6.2.2.4 Armour for the Legs 


6.2.2.5 Armour for the Trunk 
6.2.3 Clothing (2012-12-25) 


Price/ Weight Pica -eeaa Worn around/ 
Garment Value (Ibs) | Description Peal oars Properties in/on/over 
€ i : a aah 


Tada [Reaisavaivs| 
SS ee 
a ee a 

Pouce aver [apm | - |_| [a-7days | Fteallsiz values |__| 


[ets hooded & | 1sd50 cd = days 

fur-lined 

Cloak, hooded & | 60 cd 4.0 1 day 
\ woolen 

Cloak, hooded 25 cd 0.9 kg 1 day 

leather 


ee a a a a 


SW4LI UNV SGOOD dO SATdaVL ‘79 


€-9 


Price/ Production Worn around/ 
Garment Value Properties in/on/over 


: Can gain up to Arms + Trunk 
20% moisture 
without feeling 
damp, resists dirt 
and stains 
ea . 
Ss 
i 
[| 


Can gain up to 
20% moisture 
without feeling 
damp, resists dirt 
and stains 


Pouch, large belt lcd a Fits all SIZV, 
@ holds up to 
= 1,000 coins 


all 
all 
ll 


SWALI GNV SGOOD dO SATAVL *7'9 


Price/ Weight ee panes Worn around/ 
Garment Value (Ibs) | Description panes Properties in/on/over 
Pouch, small belt | 2 cf 1 day Fits all SIZV, 
holds up to 
500 coins 


ee Fr es 
Se 


6.2.3.1 Clothing for Men (2012-12-25) 


Price/ | Weight wae Production Worn around/ 
Garment Value | (kg) J aie ———— —— on/over 


Cc 
ee = ee 


Baldric 8 cd 0.7 Belt worn over the all 3 days Fits all SIZ Values, | Shoulder 
shoulder provides better 
) support for a 
scabbard 


—_ 
a A 


sum | Belt, leather 7 cd 2 days Fits all SIZ Values | Waist 
y) sword- 
Boot, doeskin- sd 
lined 
Boot, leather & 2sd Wearing a pair 
steel gives CSM +1 to 
ues 


Boot, leather 
riding 


Boot, soft leather 


SW4LI UNV SGOOD dO SATdaVL ‘79 


Price/ | Weight 

Garment Value | (kg) | Description 1 
Boot, workman’s 25 cd 
leather 


anes 
Breeches, linen va Knee-length pants 


Underpants for 
use with hose 


Knee-length pants 


Breeches, velvet 
Breeches, woolen 


[rat ather | S0ed [01 


| 7 


0.2 
0.4 
0.4 
0.5 Knee-length pants 
0.1 


Availability 


2 


Northern Middle- 
earth 


Northern Middle- 
earth 


Northern Middle- 
earth 


Worn around/ 
Properties in/on/over 


Can gain up to 
20% moisture 
without feeling 
damp, resist dirt 
and stains 


Can gain up to 
20% moisture 
without feeling 
damp, resist dirt 
and stains 


Can gain up to 
20% moisture 
without feeling 
damp, resists dirt 
and stains 


9-9 
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Price/ | Weight aanee Production 
Garment Value == Description Time 


= FT 


[[Stnper eather [Bed] 
E—_ 
| 


_ - — 
7 : la 
: - c a 


Worn around/ 
Properties in/on/over 


Can gain up to 
20% moisture 
without feeling 
damp, resists dirt 
and stains 


Can gain up to 
20% moisture 
without feeling 
damp, resist dirt 
and stains 


Can gain up to 
20% moisture 
without feeling 
damp, resists dirt 
and stains 
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Price/ | Weight Availability Production Worn around/ 
Garment Value | (kg) | Description 1 2 Time Properties in/on/over 


Vest, linen 20 cd 0.4 all 1 day Can gain up to 
20% moisture 
without feeling 
damp, resists dirt 
and stains 


6.2.3.2 Clothing for Women (2012-12-25) 


Price/ Weight —— Production Worn around/ 


Garment Value (Ibs) | Description Time Properties in/on/over 


[east wat [05 [Netedeap [at [tee 
[eresscoone [ova p20] it | —SS—~idiws ~SPSSC=“‘isSC“‘CSNC'? 
[Tres exotic [asastea[ 20 | [aris | ———ideaaye [SSS 
[res fine [rearsea [20 | <i | —S—~id wes ~<PSCSC~“‘~isSC“‘CNC'? 
[foresee [rset Pas [a 
a as a ea 
[[canersteather [Ser | 03 | 


ee linen | 60 cd 2.0 Can gain up to 
20% moisture 
without feeling 
damp, resist dirt 
and stains 
Shift, linen 70 cd 0 towns Can gain up to 
20% moisture 
without feeling 
damp, resists dirt 
and stains 


8-9 
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Price/ Weight any Production Worn around/ 
Garment Value non =a Time ————s in/on/over 


[| Shift, woolen P| towns | Sa es [kee | 


Stockings, linen 25 .ed i 5 3 day Soe gain up to 
20% moisture 
without feeling 
damp, resist dirt 
and stains 


[ [Stockings wooien [Set |_05_| er ee 
a es a a Ce a LV 


6.2.4 Containers 


Price/ Weight | Volume/ pee our 
Container Value (kg) Dimensions our 


ULL O 


ee 
[TY oaretematt SSCS tw its aor S—*d at ids 
[[oerenny SSCSCSCSC~d eas fon Ct id cs 
[octet tagecanvas———SSCSCSC~C~C~*~‘id Os CSC~*id a |i 
[Bucket iageteater ———SSSCSC~“‘~“~*~‘“‘~di ASS SCSC~*d a dy 
LI 
P| 


[Bucket age wooden ————SSSCSCSCSCSC~*d dP fC Py 
[Bucket smattcanvas ————SSSSSSS~i Ot Po fat Cd ot | ity 
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ar, large glass 


J 
Jar, large pottery 
J 


Jar, medium pottery 


| 
aco Ee 
[is sat per a 


6.2.5 Cooking and eating 


Price/ | Weight Availability | Production 
Item Value (kg) | Volume | 1 2 Time 


Horn, drinking 


aren ane 


01-9 
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6.2.6 Food 
6.2.6.1 Field rations 


Price/ 


Field ration Value 


_ 


= 
[7 
Le 
Bread, dtin- 10 cd 
y] 


Bread, lem- Cannot be purchased 
bas / coimas- 


Simple rye 
bread with 
long keeping 
time 


dwellings, 
—IIT 2050 


Elven dwell- 
ings 


Can be eaten 
while Riding 
and Travel- 
ling. Provides 
nourishment 
for 12 hrs of 
hard work, 
and causes 
the Weariness 
Modifier to 


increase by 10. 


Can be eaten 
while Riding 
and Travel- 
ling. Provides 
nourishment 
for 24 hrs of 
hard work, 
and causes 
the Weariness 
Modifier to 


increase by 20. 
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Weight 
(kg) 


Price/ 
Field ration Value 


Cake of Beorn 


Volume Description Properties 


Twice-baked, rural | Beorn’s place Can be eaten 
contains while Riding 
honey, is good and Travel- 
to eat ling. Keeps 
good a long 
time, one can 
march far on 
a little of it. 
Makes one 
thirsty. ? 


cL-9 


Cordial, dtn- 


ig, | Fish, various 
We dried 
Fish, various 
salted 
Hardtack 
[Cram?] 


7 Miruvor 


at 


Cannot be purchased 


Pork, salted 15 cd 
Pork, smoked | 8cd 


Dunadan 
dwellings, 
—IIT 2050 


| | _ t= 


So — 


Salmon, ged 2ch mst Near water? 3 days 
smoked 


1 sip (2 sips ~ 
0.1 kg) causes 
the Weariness 
Modifier to 


increase by 10. 


1 sip (2 sips ~ 
0.1 kg) causes 
the Weariness 
Modifier to 

increase by 20. 
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6.2.6.2 Fish 


Price/ | Weight ae Production 
———— Value | (kg) Time 
Car eee 


ee 
Fa fet [ 1 [rows | [te | 


aE faet_[ 1 [towns | _[ahr 
Shi Fe 


6.2.6.3 Flour 


eae 
le aenngy Price/Value | Weight (kg) ceo Time 
rd notes el le 


ge 
a eC 
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6.2.6.4 Herbs, spices and flavourings 


[[HerbispicefMavouring [PriceValve [Weighty | Availabilty [Availability | Production Time 
a 
Oa 
T[rioney dss Sit SdOSSCS~s ey CS 
A 
Oe a 
a 
T[rantey idea fost SC~*d 
a CO 
[Tosemany satis it dP —*d ys 
OY a 
a a sO 
OE 
Oa 
OS 


6.2.6.5 Vegetables 


Price/ Weight Availability | Production 

Vegetable Value (kg) | Volume 1 2 | Time 
Sanka 
| ‘ ris 


Beets DE @ 3 rural 


vL-9 
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Price/ Weight Availability | Production 
Vegetable Value (kg) | Volume 1 2 | Time 
| _ -_ eae 
| a an wee 
_ aera 


: ae eal 


Lentils 
ss [roa | [ake 
Root, angelica 


6.2.7. Locks and Lockpicks 
6.2.8 Outdoor Survival 


Price Weight | Volume/ Availability | Production 
Item Value (kg) Dimensions Time Properties 


Backpack ingeonvas [5c | os [si ——~i| i | iwy | —SS—~™ 
(eT 


1 
Il 
ll 

all 


Backpack, large leather 1001 
5 


Backpack, medium 35 cd 0 55 1 1 day 
canvas 
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Price Weight | Volume/ Availability | Production 
Item Value (kg) Dimensions 1 2 | Time Properties 


La) 


Can only be used to- 
— gether with Flint & steel, 
+5 CSM to Firelighting 


Camp bed, cloth & 
wood 
Camp bed, leather & 
wood 
Candle, tallow 1 cf Gives Darkness Mod. 
+2, burns for 2 hrs 
Candle, wax Gives Darkness Mod. 
+3, burns for 4 hrs 


[canton Inge [Sea | 23 far ———~d awat | [day 


: _ _ home Late —_ 


[Rs Reawystesping [aoe |__| OE 
[sigh seeping | 25eae | a5 [a7maa7m | at | fiwek | SSSC—~*d 


91-9 
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Price Weight | Volume/ 
Item Value 


Hammock, leather 


a 
a 
aan call 
ae 
Ss) 
[=] 
= 


Sack, large 0.1 140 1 
~ 
Skin, large water- 


ca 
a Se 
[en angecanvas | tape®apen | a0 _| 
i 
[en mecomieather | 2apes | _30_| 
[ent smaitcanvas | taped | _20_| 
r_ 


Tent, small leather 3 sd 50 cd 


24mx3mx15m 


1.5m x 1.8m x 1.2m 


Availability 


1 
all 


Production 


Time 


Requires oil, gives Dark- 
ness Mod. +10 


Requires oil, gives Dark- 
ness Mod. +20 


3 weeks 


2 weeks 


For 4 persons 
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Price Weight | Volume/ rere Production 
Item Value (kg) Dimensions Time Properties 


Torch 1cd 0.5 5 mins Gives Darkness Mod. 
+10, illumination radius 
<a m, burns for 2 hrs 

[ Trap, fish 15 [sa] [2 [Se] 


6.2.9 Tools & Machines 


Tool/ Price/ Weight cea! Production 
ss Value SecRe ae Time a 


| | Forge ssid [Forge s—s—s—éi A pes cece Eel 15 days 


Forge, portable 3 spcs towns 7 days — compared to 
Forge 


Rope, light 2cd/15m |25/15m towns 3 days 
pe, 1g, y: 

3 Rope, standard 3cd/15m |35/15m towns 3 days 
@ve | *°P ¥ 


81-9 
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6.2.10 Weapons 


6.2.10.1 Close Quarters Combat Weapons 


Cac Price/_ | Weight | Descrip- 
Weapon Value (kg) tion 


Axe, 
battle 
Axe, 
hand 


Axe, 
great 
battle 


Club, 
great 
wooden 
with 
spikes 


Club, 
wooden 


a 
ni 
al 


Availability 


Not Drt- 
adan 
dwell- 
ings and 
Forochel 


Not Drt- 
adan 
dwell- 
ings and 
Forochel 


Not Drt- 
adan 
dwell- 
ings and 
Forochel 


Not Drt- 
adan 
dwell- 
ings and 
Forochel 


Produc- 
tion Time 


?, can 
be made 
with 
Wood- 
carving 
CS 4 


?,can 

be made 
with 
Wood- 
carving 
and Car- 
pentry 
CS 4 


?,can 
be made 
with 
Wood- 
carving 
CS 4 


Carried 
in/over 


Shoulder 


Shoulder 


Bringing 
Forth, 


Single- 
handed 


Two- 
handed 


+6 


oh 
in 
il 


Throwing, 
CSM 
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Club, 
wooden 
with 
spikes 


norean 
short- 
sword 


with 
morning 
star 


Not Drt- 
adan 
dwell- 
ings and 
Forochel 


Not Drt- 
adan 
dwell- 
ings and 
Forochel 


Drtadan 
dwell- 
ings, 
Forochel 


noérean 
dwellings 


Not Drt- 
adan 
dwell- 
ings and 
Forochel 


Not Drt- 
adan 
dwell- 
ings and 
Forochel 


Drtadan 
dwell- 
ings, 
Forochel 


Produc- 
tion Time 


?, can 
be made 
with 
Wood- 
carving 
and Car- 
pentry 
CS 4 


Carried Bringing 
Salk Forth, 
in/over aii 


Sword- 
belt 


Dagger 
sheath 
Dagger 
sheath 
Eket 
scabbard 


Falchion 
scabbard 


Knife 
sheath 


Single- 
handed 


Two- 
handed 


0c-9 
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ie) 
w 
< 


coc Price/ | Weight | Descrip- Availability Produc- Carried Bringing i Dcgcm | ococm | DM Throwin: 

We Val k 5 4 Ti Fath Forth, Q 8 
eapon alue (kg) tion tion Time | in/over : Two- 
handed 


2 towns | Drdadan 2 days Sword- 

dwell- belt 
ings, 
Forochel 

eee 2 spcs 3.0 towns | Dwarven 2 days Shoulder +33 
dwellings 

Pike 2 specs 3.0 Isengard 2-3 days Shoulder 
at the end 

Scimitar Harad, 3 days Scimitar 
ore dwell- scabbard 


Spear, 1sd 1 day Shoulder 
boar 25 cd 
Spear, Shoulder 
boar with 
stone 
head 
Spear, = Shoulder . 


boar with 
Shoulder a 


wooden 
Shoulder 


hy 
fo) 


ms 
iS 


oO F rs 


head 


Spear, 1sd 
long 20 cd 


Staff, 2cd 
quarter- 2 cf 


a 


w 


Forochel 


QQ 
NX 
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Price/_ | Weight | Descrip- 
Value (kg) tion 
; Pel , 


ae 7 


6.2.10.2 Projectile Weapons 


6.2.10.3 Shields 


ae = 


Buckler, 
bronze 


Shield, 
great 
round 


Availability 


Price/ | Weight 
Value (kg) 


lsd 0.5 towns 

50 cd 

lsd 0.5 towns 

30 cd 

PE] 


Availability 


Not Drt- 
adan 
dwell- 
ings and 
Forochel 


Not Drt- 
adan 
dwell- 
ings and 
Forochel 


Produc- 
tion Time 


Does not 
protect 
against 
Ranged 
Weapons, 
can parry 
them 


Does not 
protect 
against 
Ranged 
Weapons, 
can parry 
them 


Protects 
against 
Ranged 
Weapons, 
can parry 
them 


Carried 
in/over 


Sword 
scabbard 


Short- 
sword 
scabbard 


Carried 
in/on 


Baldric/ 
Swordbelt 


Baldric/ 
Swordbelt 


Back with 
guige 
over 
shoulder 


Bringing STR CS Requirement 


Bringing STR CS Requirement 


Forth, 
CSM 


; 


' 
: 7 


ingi i DCQCM OCQCM DM 
Forth Throwing, 
y . s CSM 
Single- Two- 
handed | handed 


cc-9 
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Pro- 
duction 
Time 


Availability 


Price/ | Weight 
Value (kg) 
3sd 


cn 


Availability 


Value (kg) tion 
po Not Drtiadan 
ee She 
| |_| 


dwellings and 
Forochel 


Drtiadan 
dwellings, 
Forochel 


Javelin with 
stone head 


u Only in CQC. When Thrown, the Skill Throwing is used. 


Protects 
against 
Ranged 
Weapons, 
can parry 
them 


Protects 
against 
Ranged 
Weapons, 
can parry 
them 


Pro- 


duction 


Time 


Carried 
over 
Shoulder 


Shoulder 
Drtiadan 1 day Shoulder | +16 
dwellings 


Bringing 
Forth, 


Carried 
in/on 


Back with 
guige 
over 
shoulder 


Back with 
guige 
over 
shoulder 


Bringing 
Forth, 
CSM 


STR CS Requirement 


Single- Two- 
handed | handed 


: TTT) 
: aaa 
a : 


STR CS Requirement 


Two- 
handed 


Single- 
handed 


ly Throwing, 
CSM 
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Chapter 7 


Calendars/Random Date Generator 


By rolling D366 and looking up in the table below, The table can also be used as an all-in-one-calendar 
the GM and the Players can determine a random _for the various calendars used in ancient days. The 
Date when they need one. The date can forexample dates are different for different People. 

be the Start Date of an Adventure or a PC’s Birthday. 


King’s Reckoning 


A 
bo 


' Month 
2 The year that would have been the last in a century is always a “normal” year, not a leap year. In such years there are no 
enderi instead of loéndé. 


Chapter 8 


Skills 


All Skills in the game are listed in the table below, 
along with the resp. Attribute they are based on. 
The table also shows which Professions may raise 
the Value of which Skill in the PC Creation — a bullet 
(e) means that the Profession in question may raise 
the Value of the Skill in question (for Skill Groups: 


Skill 


Beekeeping 


8-1 


the Values of any number of Skills in the Group, 
except for the Skill Groups Craft Skills, Musical In- 
strument Skills, Language Skills and Weapon Skills, 
where the Values of only a given number of Skills 
may be raised). 


fe Ee 
esd 0 ere 
Fl iM aC ee 

fe a 
PRaR Cn ae 
EBC 
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Skill 


special /W 


Attribute 


W 


Jesting e 


ale 
GI 
WIT 
GI 
GI 
WIT 
WIT 
GI 
WIT 
WIT 
WIT 
WIT 
WIT 
WIT 
WIT 
WIT 
WIT 
WIT 
WIT 
GI 
HT 
roe 
oY 
HA 


W. 
A 
A 
A 
A 
A 
IP 
P 


u Only Earth-working and Stone-working 

z Only Ship & Boat Building 

S Only Armoursmithying, Leatherworking and Weaponsmithying 

a Only Carpentry, Farriery (only Dunedain), Leatherworking, Textile Craft and Woodcarving 
8 Only Nobility and Upper Class 

® Only Nobility 

7 Only Hobbits 
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Ss PERU LEEEEEEEEEELEEBEEEEEEEs 
(9 VEEL ERE REECE EE REEEEEEE BES 
Ss Ss PERE EERE EEEEEEEREEEEEEEEEs 
ee J i a ik 
eee bE LEV EEEEEEEEEEEEEEEEREREs 

aS WEEE ESE bese eee eee 
(ess BEPC ERE REE EEE 

een Ep Ree BARRE ERS e eee eee eee 
ee 
ce Boe 


[SalS3 al 
EEE) 
a ea 
ue 
ey 
As 
(ea De 
Pee) 
ae ees 
eo je) 
Ee 
a es 
ee) 
ia Fe 
Pie yele 
ie 
(eae ee 
eat a 
eI 
[es ia ie 
SS) 
Fa (ea a 
Ee 


ay 


eNqUuHAV 


CHA 
AGI 
WIT 
WIT 
STR 
AGI 
WIT 
WI 
WIT 
PSY. 
AGI 
WIT 
WIT 
AGI 
WIT 
WIT 
WIT 
AGI 

CHA 
AGI 
AGI 
WIT 
AGI 


i 
:|§ 
= 
Ja 
1S) 
oO 
aq. 
Wn 
& 
zy 
WN 
{cD} 
op 
no} 
— 
op| = 
|e 
B\o 
o | — 
mS 
216 
a) || 


Language Skills 


! Only Nobility 
2 Only Dunedain 
3 Only Drtiedain 


J Only if Values of Weapon Skills may be raised. Throwing is counted as a Weapon Skill. 


Skill 


wit 
wit 
wit 


andeere —s 


Ir ie i a 
Tee aT 


-woman 


< 
a 
& 
S 
3 
wn 
= 
o 
Ll 
1S) 
= 
7 
a 
& 
ia) 
cra 
3 
Lol 
OU 


[al 


(cP) 
Nn 
= 
= 
iP) 
alent 
n 
ts] 
=| 
ov 
= 
=} 
pl 


[witderessniet | wm | ||. | {111d 
Watngssemsis | wn fafa] Pipl, pl fy 
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Below follows descriptions of all Skills in the game 
and how they work, Each of the descriptions are 
laid down using the same pattern and contains 
everything specific that you need to know about 
each Skill. Every category is not always mentioned 
for every Skill, because not every category applies 
always to every Skill. 


Attribute: The Attribute that the Skill in question is 
based on. 


Equipment Needed: The equipment or tools that 
are absolutely necessary in order to use the 
Skill. 


Equipment Preferable: The equipment or tools 
that are preferable to use when using the Skill; 
they usually imply a positive CSM. CSMs that 
should be applied if the equipment is missing 
are given within parentheses. 


Of which 1 Knives 

Only Dwarves 

Dwarves: any; other Peoples: only Knives 
Of which 1 Knives 

Only Insects 


oF WN Fe 


(2012-12-27) 


Professions: The Professions that are allowed to 
raise the Value of the Skill in the Character 
Creation. For some Skills, such as Language 
Skills, a number given within parentheses de- 
notes the number of Skills in the “group” of 
which Values the PC is allowed to raise. 


Skill Roll: If the Rolls for the Skill should only be 
made by the GM and kept Hidden from the 
Players, and not made openly by the Players, 
it is is mentioned here. 


An explanation of how the Skill works and how 
you should use it in various situations then follows, 
along with CSMs to be used in certain situations. 


8.1. BURGLARY 8-5 


8.1 Burglary 


Attribute: AGI 

Equipment Needed: Any item that can be used to 
break through physical barriers /pick locks 

Equipment Preferable: Lockpick (to pick locks) 

Professions: Ruffian 

Skill Roll: Hidden 


The ability to break through physical barriers and 
to analyze and pick locks by using equipment. The 
Skill may also be used to appraise the complexity 
of a lock, and, together with the Skill Trapping, to 
check whether it is trapped. 

When a Character uses the Skill to appraise the 
complexity of the lock, if PV is less than 0 but greater 
than —15, the Character does not gain any informa- 
tion about the complexity. If PV is —15 or less, the 
Character appraises the complexity wrong; if the 
complexity is great, he/she thinks it is small, and 
vice versa. 

Whenever a Character is going to use the Skill to 
try to pick a lock, both the lock and the item used to 
pick it causes certain CSMs for the Character. Sev- 
eral different sorts of locks and lockpicks, each of 
which is associated with its own CSM that it causes 
for the Character, are listed in subsection 6.2.7 Locks 
and Lockpicks, p. 6-15. If the Character is going to 
use any item other than a lockpick, the GM decices 
whether it is possible at all to use the item for the 
purpose, and if so, chooses a suitable CSM of —10 
or less that it causes for the Character. 

Normally it takes about 3 minutes to pick a 
lock, if picked successfully, but the Character may 
use more or less time than normal, see subsec- 
tion 2.1.2 Time Chance of Success Modifier, p. 2-5. 
If the Character fails in picking the lock in a cer- 
tain period of time (using a certain Time CSM), he/ 
she may try again a longer period of time, using a 
greater Time CSM (except if PV is —15 or less, then 
the lock has been damaged and cannot be picked or 
open with a key anymore until it has been repaired) 
— then no new Skill Roll is made; the result of the 
same die roll is used. The Character may try again 
until he/she has tried picking the lock the period of 
the time that grants the greatest Time CSM (around 


18 minutes and +15, respectively). If he/she hasn’t 
succeded in picking the lock by then, he/she will 
absolutely not be able to do it until the following 
day at the earliest (then a new Skill Roll is made). 
The GM may tell the Player if the Character is espe- 
cially close to succeeding in picking the lock after an 
attempt. 


8.2 Climbing 


Attribute: AGI 
Professions: Miner, Ranger, Ruffian 


Characters use this Skill to climb up or down walls, 
trees, cliffs, or any other surface. 

A Skill Roll is made for every 5 yards a Charac- 
ter is going to try to climb, both up or down. The 
GM may choose a positive CSM if a “section” being 
climbed is less than 5 yards, and he/she should also 
choose a suitable CSM based on the surface being 
climbed, or conditions. For example, the presence 
of ample hand and footholds imply a positive and 
fairly great CSM, as so does also climbing ladders or 
trees with many branches. Climbing without using 
the Character’s feet is difficult, while climbing an ice 
cliff is probably very hard, and would therefore jus- 
tify a negative, very small CSM. Climbing gear, such 
as rope and hook, provide a positive CSM. 

If PV is —15 or less, the Character falls. 

If PV is negative but greater than —15, the Char- 
acter does not manage to climb (any further) — 
he/she may be unable to find sufficient hand or 
footholds, for example. 

A Skill Roll (or Rolls) has to be made also for the 
climb back, but with a +5 CSM. This means that the 
Character might get “stuck” during the climb, and 
has to get some kind of help, or better gear, or he/ 
she has to come up with something else to do, or the 
conditions have to change, in order for him/her to 
get forward or backward. 

If the Character is going to do some other action 
while climbing, the GM decides if it is possible, and 
if so, if the Character has to take a break in the climb- 
ing to perform the action. A —5 CSM or less may 
need to be applied to any Skill Roll. 


8-6 8.3. CRAFT SKILLS 


© Ted Nasmith 


“Somebody must climb a tree and see if he can get his head above the roof and have a look round. The only 


way is to choose the tallest tree that overhangs the path.’ 


Of course ‘somebody’ meant Bilbo. They chose him because to be of any use the climber must get his head 
above the topmost leaves, and so he must be light enough for the highest and slenderest branches to bear 


him.” 


8.3 Craft Skills (2012-11-28) 


Attribute: Varies, see Craft Skills descriptions be- 
low 
Equipment Needed: Varies, see Craft Skills de- 
scriptions below 
Professions: Craftsman/Craftswoman (4), Mariner 
(only Ship & Boat Building), Miner (only 
Earth-working and Stone-working), Ranger 
(1, only Carpentry, Farriery (only Dtunedain), 
Leatherworking, Textile Craft and Wood- 
carving), Soldier (only Armoursmithying, 
__ Leatherworking and Weaponsmithying) 


There were of course lots of different crafts in the 
past..There is a separate Skill for each craft. Each 


— The Hobbit, “Flies and Spiders” 


Craft Skill allows Characters to make certain items 
out of certain raw materials. 

The Craft Skills (and the Attributes they are 
based on) are given in the following table. A few 
of them are such that not all People are allowed to 
raise the Values of them in the Character Creation. 
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O or greater, the Character manages to make an item 

ae with a Quality equal to —[Quality CSM]. If PV is 

Armoursmithying less than 0, the Quality of the item will be —[Quality 
CSM] + PV ~x 2. 


The Quality of the item determines much of its 
characteristics, see the table below. 


Casting 


Earth-working % of normal | % of normal 
Farriery! Price! i 
Goldsmithying cA os) 


Woodcarving 


Whenever a Character is going to use a Craft Skill 


to make an item, the Player or GM chooses a cer- 
tain Quality CSM for the Skill Roll. The Quality CSM 
must be divisible by 4, i.e. —8, —4, +0, +4 etc. If PVis 


“The brief glow fell upon a huge sit- 
ting figure, still and solemn as the great 
stone kings of Argonath. The years 
had gnawed it, and violent hands had 
maimed it. Its head was gone, and in 
its place was set in mockery a round 
rough-hewn stone, rudely painted by 
savage hands in the likeness of a grin- 
ning face with one large red eye in the 
midst of its forehead. Upon its knees and 
mighty chair, and all about the pedestal, 
were idle scrawls mixed with the foul 
symbols that the maggot-folk of Mordor 
used.” 


— The Lord of the Rings, “Jour- 


ny Es = o a x SS Pye. fy a = Ae ae xX Figs 
ney to the Cross-roads [ar : © Ted Nasmith 


1 Not Dwarves 
a 2 Only Dwarves and Dinedain of Nimenor 
_ 3 Tf the item is used to perform a Skill, apply to Roll 
4 Given in section 6.2 Tables of Goods and Items, p. 6-2 


=; 
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8.4 Cultural Knowledge Skills (2013-01-15) 


Attribute: WIT (special BSV) 

Equipment Preferable: Item with Cultural Know- 
ledge Skill 

Professions: Loremaster/Wise-woman, Mariner, 
Messenger, Minstrel, Ranger, Soldier, Trader 

Skill Roll: Hidden 


A Cultural Knowledge Skill implies awareness of 
such things such as practices, customs, gestures, 
taboos, lifestyle, eating habits, rites, ceremonies, 
celebrations, deities, dress, language use, housing, 
properties and activities of a particular culture. 
Whenever a Character has to know something along 
these lines about a culture, the GM decides whether 
any CSMs of his/her own choice should be used, 
and makes a Hidden Roll for the appropriate Cul- 
tural Knowledge Skill to determine whether the 
Character knows the matter or not. If the PV is —15 
or less, the Character actually thinks that he/she 
knows the matter in question but does not, really 
(see section 2.3 Performance Value, p. 2-6). The 
Player may note down on his/her Character Sheet 
under “Special/Notes” the specific things his/her 
PC has been decided to know about a culture, so 
that if the same things come around again later, 
no Skill Roll should be made; the Character knows 
them automatically. The Player may also note down 
the things his/her PC has been decided not to know. 
No Skill Rolls should be made about these either, 


until the PC’s Value in the Cultural Knowledge Skill 
in question has increased. The Player may then re- 
move all notes about the cultural matters for that 
Skill which the PC does not know from his/her 
Character Sheet. 

Using a Cultural Knowledge Skill, a Character 
may also know whether an individual he/she sees 
is part of the culture in question. 

How great a Character’s SV must be in order to 
blend into a culture without attracting attention is 
not set in stone, but an SV of 12 is enough in most 
cases. 

An available book or other item about cultures 
has its own Cultural Knowledge Skill (see sec- 
tion 6.2, Tables of Goods and Items, 6-2) and can 
therefore be of help. 

There are separate Skills for each culture or race, 
such as Elves from Rivendell, Dwarves, Hobbits of 
the Shire, Orcs or Trolls. 

A Character’s BSV for the Cultural Knowledge 
Skill for his/her own culture is equivalent to her 
WITV (not WITV/2 as would be a normal BSV). 
Note! If a Character is a Man of Bree, Hobbits of 
Bree is counted as an additional “own” culture and 
vice versa. Depending on the culture a Character be- 
longs to, he/she receives also normal BSV for Cul- 
tural Knowledge Skills about some other cultures 
(the time period during which the PC’s first Adven- 
ture must take place in order for him/her to have 
the Cultural Knowledge Skill for the People in ques- 
tion is given within parentheses): 


Character’s People Normal BSV in Cultural Knowledge of... 


Dwarves 

Eagles 

Elves of Mirkwood 
Orcs 

Wargs 

Woodmen 


Beornings 


Drtiedain of Driadan Forest 


Dunedain of Nimenor (II 800-3319) 


Dutnedain of the South (II 3319-) 


Easterlings 
Eorlings 

Men of Lossarnach 
Men of the White Mountains 
Orcs 


Drtedain of Draiwaith Iaur 
Men of the Anfalas 
Men of Pinnath Gelin 


Dutnedain of Nimenor (II 800-3319) 


Men of the White Mountains 
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Character’s People Normal BSV in Cultural Knowledge of... 


Dutinedain of the North 


Dutinedain of the South 


Dwarves 


Elves of Belfalas 


Dunedain of the South (II 3319-) 
Dwarves 

Elves of Lindon 

Elves of Rivendell 

Hobbits of Bree 

Hobbits of the Shire 

Men of Bree 

Orcs 

Sauron and the Nazgil 

Trolls 


Black Numen6reans 
Drtiedain of Driiadan Forest 
Dtnedain of the North 
Easterlings 

Eorlings /Eothéod 

Men of the Anfalas 

Men of Blackroot Vale (III 250-) 
Men of Dol Amroth (III 1981-) 
Men of Ethir Anduin 

Men of Harad 

Men of Lamedon 

Men of Lossarnach 

Men of Pinnath Gelin 

Men of Ringl6 Vale 

Men of the White Mountains 


Orcs 
Sauron and the Nazgil 


Beornings 

Dragons 

Dutnedain of the North (II 3319-) 
Dutnedain of Namenor (II 700-3319) 
Eagles 

Elves of Lindon 

Elves of Mirkwood 

Hobbits of the Shire 

Men of Bree 

Orcs 

Sauron and the Nazgil 

Trolls 

Woodmen 


Drtedain of Drtiiadan Forest 
Dutnedain of Nimenor (II 800-3319) 
Dunedain of the South (II 3319-) 
Easterlings 

Elves of Edhellond 

Elves of Lérien 

Men of the Anfalas 

Men of Blackroot Vale (III 250-) 
Men of Ethir Anduin 

Men of Harad 

Men of Lamedon 

Men of Lossarnach 

Men of Pinnath Gelin 

Men of Ringl6 Vale 

Men of the White Mountains 
Orcs 

Sauron and the Nazgil 
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Character’s People Normal BSV in Cultural Knowledge of... 


Elves of Edhellond 


Elves of Lindon 


Elves of Lérien 


Elves of Mirkwood 


Elves of Rivendell 


Drtedain of Driadan Forest 
Dutnedain of Nimenor (II 800-3319) 
Dutnedain of the South (II 3319-) 
Easterlings 

Elves of Belfalas (II 2000-) 

Elves of Lorien (II 1425-) 

Men of the Anfalas 

Men of Blackroot Vale (III 250-) 
Men of Ethir Anduin 

Men of Harad 

Men of Lamedon 

Men of Lossarnach 

Men of Pinnath Gelin 

Men of Ringl6 Vale 

Men of the White Mountains 
Orcs 

Sauron and the Nazgil 


Dtinedain of the North (II 3319-) 
Dutnedain of Nimenor (II 600-3319) 
Elves of Rivendell 

Hobbits of the Shire 

Orcs 

Sauron and the Nazgil 


Elves of Mirkwood 
Elves of Rivendell 

Ents 

Orcs 

Sauron and the Nazgil 
Beornings 

Dwarves 

Eagles 

Elves of Lorien 

Men of Dale 

Men of the Lake 

Orcs 

Sauron and the Nazgil 
Wargs 

Woodmen 


Beornings 

Dtinedain of the North (II 3319-) 
Dutnedain of Nimenor (-II 3319) 
Eagles 

Elves of Lindon 

Elves of Lérien 

Hobbits of Bree 

Hobbits of the Shire 

Men of Bree 

Orcs 

Sauron and the Nazgil 

Trolls 

Woodmen 
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Character’s People Normal BSV in Cultural Knowledge of... 


Ents Dtnedain of Numenor (II 1000-3319) 
Elves of Lérien 
Eorlings 
Isengard (III 2759-) 
Orcs 
Sauron and the Nazgil 
Trolls 


Eorlings Drdedain of Druadan Forest 
Dutnedain of the South (II 3319-) 
Dunlendings 
Orcs 
Sauron and the Nazgil 


Hobbits of Bree Dwarves 
Hobbits of the Shire 
Hobbits of the Shire Hobbits of Bree 
Men of Bree 


Hobbits (Stoors) Beornings (III —1155) 
Northmen (II -1155) 
Woodmen (III -1155) 


Men of the Anfalas Dutnedain of Nimenor (II 800-3319) 
Duinedain of the South (II 3319-) 
Elves of Belfalas (II 2000-III 1981) 
Elves of Edhellond (I 474-III 1981) 
Men of Blackroot Vale (III 250-) 
Men of Dol Amroth (III 1981-) 


Men of Ethir Anduin 

Men of Lamedon 

Men of Pinnath Gelin 

Men of Ringl6 Vale 

Men of the White Mountains 
Orcs 

Sauron and the Nazgil 


Men of Blackroot Vale Dutnedain of Numenor (II 800-3319) 
Dutnedain of the South (II 3319-) 
Elves of Belfalas (II 2000-III 1981) 
Elves of Edhellond (I 474-III 1981) 

Men of the Anfalas 

Men of Dol Amroth (III 1981-) 

Men of Ethir Anduin 

Men of Lamedon 

Men of Lossarnach 

Men of Pinnath Gelin 

Men of Ringl6 Vale 

Men of the White Mountains 

Orcs 

Sauron and the Nazgil 


Men of Bree Dwarves 
Elves of Rivendell 
Hobbits of the Shire 


Men of Dale Dwarves 
Elves of Mirkwood 
Men of the Lake 
Orcs 
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Character’s People Normal BSV in Cultural Knowledge of... 


Men of Dol Amroth Dunedain of the South 

Men of the Anfalas 

Men of Blackroot Vale 

Men of Ethir Anduin 

Men of Harad 

Men of Lamedon 

Men of Lossarnach 

Men of Pinnath Gelin 

Men of Ringl6 Vale 

Men of the White Mountains 


Orcs 
Sauron and the Nazgal 


Men of Ethir Anduin Dutnedain of Nimenor (II 800-3319) 
Dutnedain of the South (II 3319-) 
Elves of Belfalas (II 2000-III 1981) 
Elves of Edhellond (I 474-III 1981) 

Men of the Anfalas 

Men of Blackroot Vale (III 250-) 

Men of Dol Amroth (II 1981-) 

Men of Harad 

Men of Lamedon 

Men of Lossarnach 

Men of Pinnath Gelin 

Men of Ringl6 Vale 

Men of the White Mountains 

Orcs 

Sauron and the Nazgil 


Men of the Lake Dwarves 
Elves of Mirkwood 
Men of Dale 
Orcs 


Men of Lamedon Dunedain of Nimenor (II 800-3319) 
Dutnedain of the South (II 3319-) 
Elves of Belfalas (II 2000-III 1981) 
Elves of Edhellond (I 474-III 1981) 

Men of Blackroot Vale (III 250-) 

Men of Dol Amroth (III 1981-) 

Men of the Anfalas 

Men of Ethir Anduin 

Men of Lossarnach 

Men of Pinnath Gelin 

Men of Ringl6 Vale 

Men of the White Mountains 

Orcs 

Sauron and the Nazgil 
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Character’s People Normal BSV in Cultural Knowledge of... 


Men of Lossarnach 


Men of Pinnath Gelin 


Men of Ringl6 Vale 


Men of the White Mountains 


Drtedain of Drtiadan Forest 
Dunedain of Nimenor (II 800-3319) 
Dtnedain of the South (II 3319-) 
Easterlings 

Elves of Belfalas (II 2000-III 1981) 
Elves of Edhellond (I 474-III 1981) 
Eorlings (III 2510-) 

Men of Blackroot Vale (III 250-) 
Men of Dol Amroth (III 1981-) 
Men of Ethir Anduin 

Men of Lamedon 

Men of Ringl6 Vale 

Men of the White Mountains 

Orcs 

Sauron and the Nazgil 


Dutnedain of Numenor (II 800-3319) 
Dutnedain of the South (II 3319-) 
Elves of Belfalas (II 2000-III 1981) 
Elves of Edhellond (I 474-III 1981) 
Men of the Anfalas 

Men of Blackroot Vale (III 250-) 
Men of Dol Amroth (III 1981-) 
Men of Ethir Anduin 

Men of Lamedon 

Men of Ringl6 Vale 

Men of the White Mountains 

Orcs 

Sauron and the Nazgal 


Dunedain of Namenor (II 800-3319) 
Dtnedain of the South (II 3319-) 
Elves of Belfalas (II 2000-III 1981) 
Elves of Edhellond (I 474-III 1981) 
Men of the Anfalas 

Men of Blackroot Vale (III 250-) 
Men of Dol Amroth (III 1981-) 
Men of Ethir Anduin 

Men of Lamedon 

Men of Lossarnach 

Men of Pinnath Gelin 

Men of the White Mountains 

Orcs 

Sauron and the Nazgil 


Drtedain of Drtiiadan Forest 
Dutnedain of Namenor (II 800-3319) 
Dutnedain of the South (II 3319-) 
Elves of Belfalas (II 2000-) 

Elves of Edhellond (I 474—) 

Men of the Anfalas 

Men of Ethir Anduin 

Men of Lamedon 

Men of Lebennin 

Men of Lossarnach 

Men of Pinnath Gelin 

Orcs 

Sauron and the Nazgil 
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Character’s People Normal BSV in Cultural Knowledge of... 


Woodmen Beornings 


Dwarves 


Eagles 

Elves of Mirkwood 
Orcs 

Wargs 


Characters do not receive BSV for Cultural Know- 
ledge Skills for other cultures, and PCs are not al- 
lowed to raise the Values of these Skills in the Char- 
acter Creation. Cultural Knowledge Skills do not in- 
clude the Skill Heraldry or the possibilites it offers. 


8.5 Disguise 


Attribute: WIT 

Equipment Needed: “costume” 
Professions: Messenger 

Skill Roll: Hidden 


Using this Skill, a Character can construct a costume 
for him/herself or another Character which allows 
the costumed Character to look like someone else 
than he/she actually is. The Skill also allows Char- 
acters to make Dolls that look like a Character. The 
GM chooses a suitable CSM based on the mater- 
ial available in comparison to what the Character 
is trying to look like or what the Doll is supposed 
to look like. For example, if a little girl tries to Dis- 
guise herself as a Balrog, her chances of remaining 
undiscovered should be extremely slim. 

Whenever a Character who does not know about 
the disguise see the Disguised Character or Doll for 
the first time disguised, a Perception Roll is made 
for him/her, and if his/her PDV is greater than that 
of the Disguising Character, the Disguised Charac- 
ter or Doll will be revealed to him/her. If his/her 
PDV is lesser, the Disguised Character, when us- 
ing his/her current costume, or Doll, will not be re- 
vealed to the unknowing Character. If their PDVs 
are the same, a new Perception Roll is made for the 
unknowing Character the next time he/she sees the 
Disguised Character or Doll (but not earlier than 5 
h after he/she saw him/her /it the last time), and a 
new PDV comparison is made. 

Note! This Skill and the competing Perception 
Roll only cover the “look” of the disguise. In order 
to completely act a certain role, the Disguised Char- 
acter must also use the Skill Acting. 


(2013-01-04) 


“Vve ruffled up the clothes and put in a bol- 
ster down the middle of each bed. And I made a 
nice imitation of your head with a brown wool- 
len mat, Mr. Bag - Underhill, sir,’ [Nob] added 
with a grin. 

Pippin laughed. ‘Very life-like!’ he said. ‘But 
what will happen when they have penetrated 
the disguise?’ 

“We shall see,’ said Strider.” 


— The Lord of the Rings, “Strider” 


8.6 First Aid 


Attribute: WIT 

Equipment Needed: Item that can be used as band- 
age 

Professions: Loremaster/Wise-woman, 
Ranger, Soldier 


Mariner, 


Characters shall use this Skill to put a bandage ona 
Bleeding Wound and thereby stop the Bleeding. 

By a Skill Roll with a PV of 0 or greater a Char- 
acter manages to increase the number of seconds 
between each BLM (see subsection 5.8.4, Effects of 
Damage, 5-12) drop to —60 x [the wounded Char- 
acter’s HRD AV] / ([Wound Modifier] + PV). 

If the number of seconds become infinite or neg- 
ative, the Character has managed to stop the Bleed- 
ing completely. 

If the Character does not manage to stop the 
Bleeding completely, another Character may try in- 
stead, but he/she must start over and gets no ad- 
vantages from previous tries. 

Note! This Skill does not help the Healing of the 
Wound (see subsection 5.8.5, Healing, 5-12); it can 
only be used to stop the Bleeding, which must be 
done before a Wound can begin to Heal. 
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“...Curufin, being filled with shame and 
malice, took the bow of Celegorm and shot 
back as they went; and the arrow was aimed at 
Luthien. Huan leaping caught it in his mouth; 
but Curufin shot again, and Beren sprang before 
Luthien, and the dart smote him in the breast. 

It is told that Huan pursued the sons of 
Féanor, and they fled in fear; and returning he 
brought to Luthien a herb out of the forest. With 
that leaf she staunched Beren’s wound ...” 


— The Silmarillion, “Of Beren and Luthien” 


8.7 Geography Skills (2013-01-15) 


Attribute: WIT (special BSV) 

Equipment Preferable: Item with Geography Skill 

Professions: Loremaster/Wise-woman, Mariner, 
Messenger, Minstrel, Ranger, Soldier, Trader 

Skill Roll: Hidden 


A Geography Skill gives a Character general know- 


ledge about a specific Region of Arda, the terrain and 
road network there, approximate distance between 
sites in the area (used for the Skills Riding and Trav- 
elling), which peoples live there, which languages 
are used, the waterways, how high the mountains 
are, how large the villages, towns and cities are, and 
so on. A Character may also be familiar with the 
political and economic conditions (such as trade) in 
the area. 

Whenever a Character has to know something 
along these lines about the geography of a Region. 
the GM chooses a suitable CSM, and makes a Hid- 
den Skill Roll to determine whether the Character 
knows the matter or not. If the PV is —15 or less, 
the Character actually thinks that he/she knows 
the matter in question but does not, really (see sec- 
tion 2.3 Performance Value, p. 2-6). The Player may 
note down on his/her Character Sheet under ’Spe- 
cial/ Notes” the specific things his/her PC has been 
decided to know about the geography of a Region, 
so that if the same things come around again later, 
no Skill Roll should be made; the Character knows 
them automatically. The Player may also note down 
the things his/her PC has been decided not to know. 
No Skill Rolls should be made about these either, 
until the PC’s Value in the Geography Skill in ques- 
tion has increased. The Player may then remove all 
notes about the geographic matters for that Skill 
which the PC does not know from the Chraracter 
Sheet. 

An available map or book on geography have 
their own Geography Skill (see section 6.2 Tables 
of Goods and Items, p. 6-2) and can therefore be of 
help. 

There are separate Skills for each Region. 

A Character’s BSV for the Geography Skill for 
his/her own Region is equivalent to the Character’s 
WITV (not WITV/2 as would be a normal BSV). 
Depending on the Character’s own Region, he/she 
receives also normal BSV for Geography Skills for 
some other Regions, see the table below. 


a 
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Andustar e Forostar 
e Hyarnustar 
e Hyarrostar 
e Mittalmar 
e Orrostar 


Anorien e The Dead Marshes, Emyn Muil 
and Wetwang 
e Rohan 


2 


The Barrow-downs and the Old G 
Forest 
Belfalas and Dor-en-Ernil includes Edhellond e Eastern Gondor 
e Western Gondor 
Bree-land, the South Downs and e The Barrow-downs and the Old 
the Weather Hills 


Forest 


The region of Dale, Erebor and e Ered Mithrin and the Withered 
Esgaroth Heath 
e Mirkwood 


Wetwang 


Eastern Gondor includes Lossarnach and other e Belfalas and Dor-en-Ernil 
unnamed vales but not Belfalas, e Harondor 
Blackroot Vale, Dor-en-Ernil and e Western Gondor 
Edhellond 


Ered Mithrin and the Withered e The region of Dale, Erebor and 
Heath Esgaroth 
e Mirkwood 


Fangorn e Lorien 
e Rohan 


Forodwaith 2 


Forostar e Andustar 
e Hyarnustar 
e Hyarrostar 
e Mittalmar 
e Orrostar 


Hyarnustar e Andustar 
e Forostar 
e Hyarrostar 
e Mittalmar 
e Orrostar 
Hyarrostar e Andustar 
e Forostar 
e Hyarnustar 
e Mittalmar 
e Orrostar 
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The Character’s own Region Normal BSV for... 


_— ; 4 


e The region of Dale, Erebor and 
Esgaroth 

e Ered Mithrin and the Withered 
Heath 


ae i, 


e Bree-land, the South Downs and 
the Weather Hills 

e Ered Luin 

e Rhudaur and Rivendell 

e The Shire 


a 


ee 


Mittalmar includes Arandor and Emerié 


e The region of Dale, Erebor and 
Esgaroth 
e The Vale of Anduin 


e Andustar 

e Forostar 

e Hyarnustar 
e Hyarrostar 
e Orrostar 


_ a: 


Rhudaur and Rivendell 


e Andustar 

e Forostar 

e Hyarnustar 
e Hyarrostar 
e Mittalmar 


e Bree-land, the South Downs and 
the Weather Hills 

e Hollin 

e Northern Eriador 

e The northern Misty Mountains 
e The Shire 


—— 


a Shire 


hoe ae southern | The southern Misty Mountains _| Mountains 


e Anorien 
e The Dead Marshes, Emyn Muil 
and Wetwang 


e The Barrow-downs and the Old 
re 


The Vale of Anduin e ———— 
e The northern Misty Mountains 


Western Gondor includes Blackroot Vale and other 
unnamed vales but not Belfalas, 
Dor-en-Ernil and Edhellond 


e Belfalas and Dor-en-Ernil 
e Eastern Gondor 


PCs are allowed to raise the Value of the Geography _ ation, but not for other Regions. 


Skill for his/her own Region in the Character Cre- 
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“{The Hobbits] hastened up the last slope, and stood breathless beside [Goldberry]. They bowed, but with 
a wave of her arm she bade them look round; and they looked out from the hill-top over lands under the 
morning. It was now as clear and far-seen as it had been veiled and misty when they stood upon the knoll in 
the Forest, which could now be seen rising pale and green out of the dark trees in the West. In that direction 
the land rose in wooded ridges, green, yellow, russet under the sun, beyond which lay hidden the valley of the 
Brandywine. To the South, over the line of the Withywindle, there was a distant glint like pale glass where the 
Brandywine River made a great loop in the lowlands and flowed away out of the knowledge of the hobbits. 
Northward beyond the dwindling downs the land ran away in flats and swellings of grey and green and pale 
earth-colours, until it faded into a featureless and shadowy distance. Eastward the Barrow-downs rose, ridge 
behind ridge into the morning, and vanished out of eyesight into a guess: it was no more than a guess of blue 
and a remote white glimmer blending with the hem of the sky, but it spoke to them, out of memory and old 
tales, of the high and distant mountains.” 


— The Lord of the Rings, “Fog on the Barrow-downs” 


8.8 Healing In order to shorten the time it takes for an in- 

jury to heal naturally, ie. for a Wound Modifier to 
Attribute: WIT increase by one (1) level all the way up to 10 levels at 
Professions: Loremaster/Wise-woman most, a Skill Roll is made for the healer, and if PV is 
Equipment Needed: Medical equipment 0 or greater the time is modified by a factor which is 


determined by calculating 0.97 — 0.03 x PV. If treat- 
ment is interrupted for some reason, the Wound 
Modifier continues to increase at natural rate, ie. the 
factor disappears. 

If a Wound Modifier is less than —10 in the be- 
ginning, —[Wound Modifier] — 10 levels can only 
be healed by using this Skill, ie. only up to 10 steps 
can heal naturally. A Skill Roll is made for the healer, 
and if PV is 0 or greater he/she has managed to start 


A Character can by using this Skill by ”“conven- 
tional” methods create conditions for and/or accel- 
erate the recovery of a Character by for example 
splinting limbs, bandage wounds and care for the 
patient in the best possible way. A Character who 
is skilled in Healing knows how to treat various in- 
juries, is aware of any medications that help, and 
knows the length of treatment needed. Healing is 
used in this game for two different purposes: 


8.9. HIDING 


the healing process. The number of hours it takes for 
the Wound Modifier to increase by one (1) level is 
determined by calculating 336 — 10 x PV. 


The Spell Healing can be used to accelerate the 


healing process further by facilitating Healing (the 
Skill). 


“My lord,’ said the Warden, ‘here is the Lady Eowyn of Rohan. She rode with the king and was sorely hurt, 

and dwells now in my keeping. But she is not content, and she wishes to speak to the Steward of the City.’ 
‘Do not misunderstand him, lord,’ said Eowyn. ‘It is not lack of care that grieves me. No houses could be 

fairer, for those who desire to be healed.” 


8.9 Hiding (2012-12-27) 


Attribute: AGI 

Professions: Craftsman/Craftswoman!, Gardener!, 
Loremaster/Wise-woman!, Mariner!, Mes- 
senger!, Miner!, Minstrel!, Ranger, Ruffian, 
Soldier!, Trader! 

Skill Roll: Hidden 


This Skill is used whenever a Character does not 
want to be seen, or want to hide another Charac- 
ter. The GM should apply a CSM depending on the 
surrounding terrain or environment, etc. 

The factor that particularly affects CS is the de- 
gree of presence of nearby objects that can facilitate 
the action. 

The GM may in respect of that select an appro- 
priate Difficulty CSM, see the Difficulty Table on 


pel. 


1 Only Hobbits 


— The Lord of the Rings, The Steward and the King” 


The attire of the Character to be hidden does not 
affect Hiding; if he/she wants to use his/her clothes 
to blend into the background, the Skill Camouflage 
should be used instead. 

If PV is less than 0, the Hidden Character will 
very likely be noticed by anyone nearby. If PV is 
O or greater, any other Characters unaware of the 
Hidden Character must manage at least a PV of 0 
on a Perception Roll with a CSM of —[the PV of 
the Character who used Hiding] in order to notice 
or discover the Hidden Character. If a Character is 
searching for the Hidden Character, he/she receives 
a separate +5 Perception CSM. 

This Skill does not cover the concealment of ob- 
jects; for that activity, the Skill Concealing is used. 
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PDV | Information Approximate 
gained Time, hrs 


“PDV2 


S/PDV 


© Anke Eiffsmann 


“As quickly as they could [Strider and the Hob- 
bits] scrambled off the beaten way and up into 
the deep heather and bilberry brushwood on 
the slopes above, until they came to a small 
patch of thick-growing hazels. ... 

Suddenly into view below came a white 
horse, gleaming in the shadows, running 
swiftly. In the dusk its headstall flickered and 
flashed, as if it were studded with gems like 
living stars. The rider’s cloak streamed behind 
him, and his hood was thrown back; his golden 
hair flowed shimmering in the wind of his 
speed. ... 

Strider sprang from hiding and dashed down 
towards the Road, leaping with a cry through 
the heather; but even before he had moved or 
called, the rider had reined in his horse and hal- 
ted, looking up towards the thicket where they 
stood.” 


— The Lord of the Rings, ’ Flight to the Ford” 


8.10 Interrogation 


Attribute: PSY 
Professions: Ranger, Ruffian, Soldier 
Skill Roll: Hidden 


© Ted Nasmith 


“He has long spied on us,’ said Androg. “This 


This Skill allows a Character to interrogate another is the shadow that has dogged us. Now perhaps 
in an attempt to get certain information out of him/ we shall learn his true purpose.’ Then he bade 
her. them tie Beleg to a tree beside the cave; and 


when he was hard bound hand and foot they 
questioned him. But to all their questions Beleg 
would give one answer only: ‘A friend I have 
been to this Neithan since I first met him in the 


First the Player/GM chooses quite specifically 
what the Character should try to find out, and based 
on this, the GM chooses an appropriate CSM for the 


Interrogation Roll. In addition to the Interrogation woods, and he was then but a child. I seek him 
Roll, a PSY Roll is made for the Character being in- only in love, and to bring him good tidings.” 
terrogated. The PDV of the interrogating Character 

determines the outcome of the interrogation, see the ~ The Children of Hurin, 


following table. “Tarin Among the Outlaws” 
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8.11 Language Skills 


Attribute: WIT 

Equipment Preferable: Item with Language Skill 

Professions: Craftsman/Craftswoman (1), Lore- 
master / Wise-woman (5), Mariner (2), Messen- 
ger (3), Minstrel (2), Ranger (1), Soldier (1), 
Trader (3) 

Skill Roll: Hidden 


Whenever a Character has to understand something 
that another Character says in a certain language, or 
try to say something himself/herself in a certain lan- 
guage, the GM chooses a suitable CSM (if the phrase 
contruction, wording etc. is simple the CSM should 
be positive, but if it is advanced the CSM should be 
negative) and makes a Hidden Roll for the appropri- 
ate Language Skill to determine whether the Char- 
acter is able to understand or say the matter or not. 

If PV is 0 or greater, the Character can under- 
stand and say anything in the language in question, 
and will do so if the same CSM or greater would be 
used, in conversation with any Character, until the 
end of the ongoing week. 

If PV is less than 0 but greater than —3, the Char- 
acter cannot quite understand or say everything (the 
GM decides what exactly) in the language in ques- 
tion, and this will continue whenever the same CSM 
or smaller would be used, in conversation with any 
Character, until the end of the ongoing week. 

If PV is less than —2 but greater than —15, the 
Character cannot understand or say anything in 
the language in question, and this will continue 
whenever the same CSM or smaller would be used, 
in conversation with any Character, until the end of 
the ongoing week. 


If the PV is —15 or less, the Character does 
the same as above, except that he/she also actually 
thinks she does it right (see section 2.3 Performance 
Value, p. 2-6). 

If a Character has been successful when a certain 
CSM was used, he/she has the possibility of trying 
to say or understand something at a lesser CSM. If 
a Character has been unsuccessful when a certain 
CSM was used, he/she has the possibility of trying 
to say or understand something at a greater CSM. 

The Language Skills are also used together with 
Writing System Skills every time a Character wants 
to read and write text written in resp. language 
and writing system (eg. Sindarin and Tengwar). A 
Character must first be successful in understanding 
or writing the writing system in question (see sec- 
tion 8.18 Writing System Skills, p. 8-29), and then 
he/she has the chance of understanding the writ- 
ing, or know what he/she should write, by using 
the appropriate Language Skill. The GM chooses a 
suitable CSM and makes a Hidden Roll to determ- 
ine whether the Character is able to read or write the 
text or not. 

Every language is counted as a separate Skill. 
PCs receive BSV and Modifiers (see the table on 
p- 9-6) for speaking and understanding certain lan- 
guagesand, if his/her Professions Available to the 
Character permits it, may raise the Values of them, 
depending on the People he/she belongs to, see be- 
low (within parentheses are requirements for Social 
Class and Professions and the time period for the 
PC’s first Adventure which must be met in order for 
the PC to receive BSV and Modifiers for the Lan- 
guage Skill and to be allowed to raise the Value of 
the Skill in question in the Character Creation). 


Beornings e Wargs ? 
e Westron ? 


Drtiedain e Drtiadanic 


e Signs of the Driadan 
e Westron (II 2750-, only Nobility) 


Dtinedain of the North 


e Beasts (not including Birds) 
e Birds 


e Quenya (only Nobility) 


e Sindarin 
e Westron 
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Dutnedain of Numenor e Adiainaic (-II 3319, only if one has lived in Numenor) 
e Beasts (not including Birds) 
e Birds 
e Dialect of Dunlendish (II 900-, only if one has lived in Middle- 
earth) 
e Quenya (only Loremaster/Wise-woman) 
e Sindarin 
e Westron (II 2750-, only if one has lived in Middle-earth) 


Dutinedain of the South e Dialect of Dunlendish 
e Sindarin (III 2900- only Nobility and Upper Class) 
e Westron 


Dwarves e of Dale (only Nobility and Upper Class?) 
e Iglishmék 
e Khuzdul 
e Westron (II 2850-) 


Elves of Belfalas e Elven Sign Language 
e Nandorin 
e Sindarin 
e Westron (II 2750-) 


Elves of Dorwinion e of Dale (only Nobility and Upper Class) 
e Elven Sign Language 
e Nandorin 
e Sindarin (only Nobility) 
e Westron (II 2850-, only Nobility and Upper Class) 


Elves of Edhellond e Dialect of Dunlendish 
e Elven Sign Language 
e Sindarin 
e Westron (II 2750-) 


Elves of Lindon e Elven Sign Language 
e Quenya 
e Sindarin 
e Westron (II 2800-) 


Elves of Lérien e Elven Sign Language 
e Nandorin 


e Quenya (only Nobility) 
e Sindarin 
e Westron (II 2850-, only Nobility and Upper Class) 


Elves of Mirkwood e Birds (III 2000-) 
e of Dale (only Nobility and Upper Class) 
e Elven Sign Language 
e Nandorin 
e Rohirric (only Nobility and Upper Class) 
e Sindarin (only Nobility) 
e Westron (II 2850-, only Nobility and Upper Class) 
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Elves of Rivendell e of Dale 
e Elven Sign Language 
e Nandorin 
e Quenya 
e Rohirric 
e Sindarin 
e Westron (II 2850-) 


Ents e Westron 
e? 


Eorlings/Eothéod e of Dale 
e Dunlendish 
e Rohirric 
e Westron 


Hobbits e Dialect of Rohirric! 


eee eet 00 
Hobbits (Fallohides) e Quenya (only Hobbits of Bree, Hobbits of the Shire) 
e Sindarin 


Hobbits (Stoors) e Dialect of Dunlendish (III 1200-)? 


Men of the Anfalas e Dialect of Dunlendish 
Men of Blackroot Vale e Westron (II 2750-) 
Men of Ethir Anduin 

Men of Lamedon 

Men of Lossarnach 

Men of Pinnath Gelin 

Men of Ringl6 Vale 

Men of the White Mountains 


Men of Bree e Dunlendish 
e Westron (II 2850-) 


Men of Dale e of Dale 
Men of the Lake e Nandorin 
e Westron (II 2850-) 


Men of Dol Amroth e Quenya 
e Sindarin 
e Westron 


Men |MenofEriador Eriador 


Men fe Forochel ® es (II 2850-) 


Orcs e Orkish inside their own tribes (those in the North and the 
Misty Mountains III 500—- Westron and those from the Dark 
Tower debased Black Speech), III 500— Westron with other 
tribes. The tribes did not understand each other’s Orkish. 


(2012-12-13) 


1 TI -1400 if Place of Abode is not ” Along the Anduin close to the Gladden Fields” 
2 Not if Place of Abode is ”Village in Dunland”. III 2000- if Place of Abode is “Along the Anduin close to the Gladden Fields” 
3 Only if Place of Abode is ’ Village in Dunland”, in Buckland or the Shire 


8-24 


8.12 Leaping 


Attribute: AGI 
Professions: Mariner, Ranger, Ruffian 


This Skill is used when a Character is going to jump 
long or high, and also if he/she happens to fall 
down. 

The Character will leap (PV + 20) x 4 inches long 
when making a leap from stationary, i.e. a Stand- 
ing Leap. When making a Moving Leap, the Character 
will leap twice as long: (PV + 20) x 8 inches. 


“,..Celegorm turned his horse, and spurred it upon 
Beren, purposing to ride him down; but Curufin 
swerving stooped and lifted Luthien to his saddle, 
for he was a strong and cunning horseman. Then 
Beren sprang from before Celegorm full upon the 
speeding horse of Curufin that had passed him; 
and the Leap of Beren is renowned among Men 
and Elves. He took Curufin by the throat from be- 
hind, and hurled him backward, and they fell to 
the ground together. The horse reared and fell, but 
Luthien was flung aside, and lay upon the grass.” 


— The Silmarillion, “Of Beren and Lithien” 


8.13 Local Knowledge Skills (2013-01-15) 


Attribute: WIT (special BSV) 

Equipment Preferable: Item with Local Know- 
ledge Skill 

Professions: Craftsman/Craftswoman, Lore- 
master/Wise-woman, Messenger, Minstrel, 
Ruffian, Soldier, Trader 

Skill Roll: Hidden 


These Skills give a Character general knowledge 
about villages, towns and cities, and also large-scale 
fortifications. Every village/town/city/ fortification 
is associated with a Skill of its own. 

Local Knowledge Skills gives information such 
as the name and an overview of the place, about 
streets, venues, great dining options, shortcuts, 
criminal areas, key individuals who live in the com- 
munity and other things that requires a thorough 
experience or knowledge of the location. The Skill is 
just fine if he/she wants to escape pursuers or chase 
someone in the community himself/herself. 

Whenever a Character has to know something 
along these lines about a village, town, city or forti- 
fication, the GM chooses a suitable CSM, and makes 


8.12. LEAPING 


The Character will leap (PV + 20) inches high 
when making a leap from stationary, i.e. a Standing 
Leap, if he/she is able to do a somersault if neces- 
sary in order to get on top of or past any obstacle. 
When making a Moving Leap, the Character will 
leap twice as high: (PV + 20) x 2 inches. 

Before making a Moving Leap, a Character must 
run at least twice as long or high as the leap. 

Note! Leaping is an exception in that even 
though it is a Skill based on AGI, its CS is not 
affected by Darkness Modifiers (see subsubsec- 
tion 2.1.1.1 Darkness Modifiers, p. 2-2). 


© Ted Nasmith 


a Hidden Skill Roll to determine whether the Char- 
acter knows the matter or not. If the PV is —15 
or less, the Character actually thinks that he/she 
knows the matter in question but does not, really 
(see section 2.3 Performance Value, p. 2-6). The 
Player may note down on his/her Character Sheet 
under “Special/Notes” the specific things his/her 
PC has been decided to know about the place in 
question, so that if the same things come around 
again later, no Skill Roll should be made; the Char- 
acter knows them automatically. The Player may 
also note down the things his/her PC has been de- 
cided not to know about the place. No Skill Rolls 
should be made about these either, until the PC’s 
Value in the Local Knowledge Skill in question has 
increased. The Player may then remove all notes for 
the matters that the PC does not know, for the Skill, 
from his/her Character Sheet. 

If a Character uses a Local Knowledge Skill for 
settlements immediately adjacent to the main loca- 
tion, a —4 CSM is applied. 

An available map or book on local knowledge 
have their own Local Knowledge Skill (see sec- 
tion 6.2 Tables of Goods and Items, p. 6-2) and can 
therefore be of help. 


PCs receive special BSV for Local Knowledge _ nearby, see the table below (in this context Buckland 
Skills for their own Place of Abode and places __ is counted as being part of the Shire). 


The Character’s Place of Abode WITV 


Places inside the Character’s own Region (see section 8.7 Geo- | Normal BSV 
graphy Skills, p. 8-15) at most 30 miles along roads or 15 miles 
as the crow flies from the Character’s Place of Abode 


Places inside the Character’s own Region (see section 8.7 Geo- | 0, but may be raised during Char- 
graphy Skills, p. 8-15) more than 30 miles along roads or 15 miles | acter Creation 
as the crow flies from the Character’s Place of Abode 


Places outside the Character’s own Region (see section 8.7 Geo- | 0, and may not be raised during 
graphy Skills, p. 8-15) Character Creation 


Note! A Character may only have Local Knowledge __ Tolkien’s writings is available, the GM should de- 

Skills for places that have existed during his/her — cide whether the Character receives BSV for Local 

lifetime. Knowledge Skills for imaginative villages, whose 
If the Character’s Place of Abode is located in _ locations are randomly decided by the GM. 

an Region about which not much information in 


© Ted Nasmith 


“But Edrendil climbed the green hill of Tina and found it bare; and he entered into the streets of Tirion, 
and they were empty; and his heart was heavy, for he feared that some evil had come even to the Blessed 
Realm. He walked in the deserted ways of Tirion, and the dust upon his raiment and his shoes was a dust 
__ of diamonds, and he shone and glistened as he climbed the long white stairs. And he called aloud in many 
tongues, both of Elves and Men, but there were none to answer him. Therefore he turned back at last towards 


Pi meine sean...” 


- The Silmarillion, “Of the Voyage of Earendil and the War of Wrath” 
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8.14 Orienteering (2013-01-27) 


Attribute: WIT 

Professions: Loremaster/Wise-woman, 
ger, Ranger, Soldier 

Skill Roll: Hidden 


Messen- 


A Character can use this Skill to make use of his /her 
innate sense of direction, ie. to try to determine the 
direction he/she or a group he/she is a member of 
is headed, or to try to choose the correct direction. If 
PV is 0 or greater, the Character determines the cor- 
rect direction. If PV is less than 0, the Character errs 
by —[PV x 10 degrees] (it is not possible to err by 
more than 180 degrees). 

Furthermore, when travelling in the wilderness, 
a Character uses this Skill to prevent becoming lost. 


8.15 Perc eption (2012-12-30) 


Professions: Mariner, Ranger, Ruffian, Soldier 
Attribute: WIT 
Skill Roll: Hidden 


This Skill is used for perceiving something peculiar, 
out of the ordinary or unexpected with any of the 
Character’s senses: sight, hearing, sense of smell, 
touch and taste and used in conjunction with certain 
other Skills. Sight, hearing and sense of smell are 
associated with a resp. Attribute that implies that 
what the Character can Perceive with these senses 
is limited by how sharp his/her senses are; ie. how 
great his/her AVs are. 

With his/her sight, the Character can only Per- 
ceive something peculiar that he/she physically can 


8.14. ORIENTEERING 


see; if the Character is out of sight of it (which is de- 
cided by the Character’s SGT Value), he/she cannot 
Perceive it. 

An example of something peculiar that the Char- 
acter can Perceive with his/her sight is someone 
who is camouflaged in bushes. The Skill allows the 
Character to see normally unnoticeable items. It can 
be used to determine whether a person is wearing 
armour under his/her clothes or carrying concealed 
weapons. It can be used to spot people (or things) 
lurking behind curtains, and to pick out irregularit- 
ies in the floor, or details of dress. It can also be used 
to discern details at a distance. 

The Skill can also be used to find tracks, but not 
to track, ie. to follow a trail — for that the Skill Track- 
ing is used. 

As for hearing and sense of smell, the Skill works 
in a similar manner; the Character may notice some- 
thing peculiar only about sounds he/she can hear 
and odors or scents that he/she can smell. Also with 
the sense of taste the Skill works in the same way, 
but there is no separate Attribute associated with 
the sense of taste. 

The Skill is also used for finding hidden objects 
and people, eg. hidden doors, items, traps, etc. Here 
comes partly the sense of touch in, but it has no cor- 
responding Attribute either. 

If the Character concentrates (if he/she is a sen- 
tinel, for example) or actively trying to find some- 
thing hidden, he/she gets a +5 Perception CSM. 

The following table shows the different out- 
comes according to PV: 


The Character... 
... notices something peculiar 


(—1) -—(—14) | ...does not notice anything peculiar 


... makes an incorrect observation and believes that it is right 


(2012-12-31) 


If multiple Characters Perceive something, the 
one with the greatest PV does it first. 

This Skill is only used when there is actually 
something peculiar to notice. 


“If Balin noticed that Mr. Baggins’ waistcoat 
was more extensive (and had real gold buttons), 
Bilbo also noticed that Balin’s beard was several 
inches longer, and his jewelled belt was of great 
magnificence.” 


— The Hobbit, “The Last Stage” 


8.16 Travelling 


Attribute: HRD 

Equipment Preferable: Suitable footwear, see sub- 
section 6.2.3 Clothing, p. 6-3 

Professions: Loremaster /Wise-woman, 
ger, Minstrel, Ranger, Soldier, Trader 


Messen- 


This Skill should be used whenever one or more 
Characters walk or run a certain distance and the 
duration of the journey and the Characters’ effort as 
a consequence of it etc. might influence how the Ad- 
venture unfolds. So you do not always have to fol- 


8.16. TRAVELLING 


low the rules of this Skill for each journey, but it is 
the GM who determines whether it should be done 
or not. At any rate you can always make a Travelling 
Roll in order to check whether a Character receives 
XPs. 

Travelling simply means trying to walk or runa 
certain distance in a certain time, sometimes with a 
certain effort (which consists of a WrM decrease by 
a certain number of levels). 

Travelling uses the conception called EV. First, 
an EV should be determined, see section 2.6 Effect 
Value, p. 2-7. In order to make it easier to determine 
a suitable EV, you can check the Travelling Table. You 
should then use the Table to either select a length of 
time you Travel with respect to the distance and EV, 
or a distance with respect to the length of time and 
EV. 

Note! If a Character will Travel several stages in 
one day, with Rest/Sleep breaks in between, you 
should regard the stages as a single journey, and 
take the fact that the Character’s WrM increases dur- 
ing breaks into account. You should then also take a 
Rest/Sleep break that the Character takes after the 
last stage into account. For example, if the Char- 
acter takes two one-hour Rest breaks (including a 
break after the final stage), the WrM increases by 
a total of six levels and will therefore be greater 
after the final stage than it would have been without 
the Rest breaks. In this way, a Character can Travel 
so fast that his/her WrM would have dropped so 
low that his/her TWM would have dropped below 
—10 if he/she had not taken breaks. The WrM is 
assumed to decrease linearly with respect to time 
(round down if needed). 

If multiple Characters will Travel together for a 
certain length of time or distance, the slowest mem- 
ber will determine the speed; the others’ EVs must 
be chosen according to that speed. 

Journeys are obviously affected by the general 
conditions. Below are tables showing CSMs for par- 
ticular topologies and terrain types. A certain topo- 
logy and a certain type of terrain can apply simul- 
taneously, eg. hilly woodland. Then both CSMs are 
applied, ie. the Total CSM for such a combination 
would be —6. However, not all combinations of to- 
pologies and types of terrain are possible. 
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Type of terrain CSM 


Mixed forest 


Bare forest ground 

Fell vegetation 

Marsh 

Ice, snow or stone field 
Snow (crust) 


Snow (above the ankles but be- 
low the knees) 


Snow (above the knees) 


(>) (10) 
(15) - (20) 


[Mountinous phi) ————~dt | 


Suitable gear neutralizes or softens certain CSMs, 
see section 6.2, Tables of Goods and Items, 6-2. For 
example, snow-shoes give a +5 CSM when Travel- 
ling on any snow surface (but cannot make the Total 
CS greater than 0). As usual, the GM has to use com- 
mon sense. 

This Skill is also used by animals (includ- 
ing mounts) when they are ’Travelling” (with or 
without rider and/or other burden). 


$28. 8.17. WEAPON SKILLS 


© Ted Nasmith 


“The Company set out again with good speed at first; but soon their way became steep and difficult. The 
twisting and climbing road had in many places almost disappeared, and was blocked with many fallen stones. 
The night grew deadly dark under great clouds. A bitter wind swirled among the rocks. By midnight they 


had climbed to the knees of the great mountains.” 


8.17 Weapon Skills 


Attribute: AGI 

Equipment Needed: Item that can be used as a 
Weapon 

Professions: Craftsman/Craftswoman (1, _ only 
Dwarves), Mariner (2, 1 of which is Knives), 
Messenger (2, 1 of which is Knives), Miner (1, 
only Dwarves), Ranger (3, 1 of which is 

Knives), Ruffian (2, 1 of which is Knives), 

“SSsoldier (4), Trader (1, Dwarves: any; other 
Peoples: only Knives) 


=. 


= 


These Skills determine how good a Character is at 


— The Lord of the Rings, “The Ring Goes South” 


handling Weapons. Each Weapon is always asso- 
ciated with a certain Weapon Skill, both in CQC 
(see subsection 5.7.1 Close Quarters Combat, p. 5-6) 
and in Ranged Combat (see subsection 5.7.2 Ranged 
Combat, p. 5-8) when used as a Projectile Weapon, 
but not when Thrown; then the Skill Throwing 
is used, also for Javelin. Thus the Skill Throw- 
ing is counted as a Weapon Skill. However, when 
Javelins are used in CQC, the Weapon Skill Spears 
is used. 

When any other objects are used as Weapons, 
AGI is used (except when Thrown, then the Skill 
Throwing is used). 

Whenever a Character uses a Weapon Skill, or 
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any Attribute or Skill as a Weapon Skill, he/she re- 
ceives a —1 CSM for each level his/her STR CS is 
less than the STR CS Requirement(s) of the Weapon 
used, see subsection 6.2.10 Weapons, p. 6-19. Every 
CQC Weapon and Shield has different STR CS Re- 
quirements for Single and Two-handed Use. 

All Weapon Skills are listed below. 


e Axes 

e Bows 

e Clubs 

e Knives 

e Quarterstaff 

e Shields 

e Slings 

e Spears 

e Swords 

e Throwing 

In subsection 6.2.10 Weapons, p. 6-19, all Weapons 
are listed together with the resp. Skills they are as- 
sociated with. 

Note! During the Character Creation phase, PCs 
are only allowed to raise the Skills for the Weapons 
that, according to the Tables of Goods and Items, 
are available in the PC’s own Region, see sec- 
tion 8.7 Geography Skills, p. 8-15. 


8.18 Writing System Skills 


Attribute: WIT 

Equipment Needed: For writing: Suitable item 
such as a pen 

Professions: Craftsman/Craftswoman (1), Lore- 
master /Wise-woman (2), Mariner (1), Messen- 
ger (2), Minstrel (2), Ranger (1), Soldier (1), 
Trader (2) 


These Skills are used for writing and knowing writ- 
ing systems. In order for a Character to write and 
understand any writing in a particular language, the 
Language Skill for the language is also needed, see 
section 8.11 Language Skills, p. 8-21. Every system 
is counted as a separate Skill. 

Whenever a Character has to know a writng sys- 
tem and how it works, in order to write or read text 
in the writing system in question, the GM chooses 
a suitable CSM (since signs written in any writing 
system are seldom more advanced than any other, 
a CSM is usually not needed, but if a text contains 
faulty signs, the GM may choose a negative CSM), 
and makes a Hidden Roll for the appropriate Writ- 
ing System Skill to determine whether the Character 
knows the system well enough or not. 

If PV is 0 or greater, the Character can under- 
stand or knows the signs and can read or write any- 


thing using the writing system in question, and will 
do so if the same CSM or greater would be used, 
when reading or writing any text with the same 
writing system, until the end of the ongoing week. 

If PV is less than 0 but greater than —3, the Char- 
acter cannot quite understand or know the signs 
and cannot quite read or write everything (the GM 
decides what exactly) using the writing system in 
question, and this will continue whenever the same 
CSM or less would be used, when reading or writ- 
ing any text with the same writing system, until the 
end of the ongoing week. 

If PV is less than —2 but greater than —15, the 
Character cannot understand or know the signs at 
all and cannot read or write anything using the 
writing system in question, and this will continue 
whenever the same CSM or less would be used, 
when reading or writing any text with the same 
writing system, until the end of the ongoing week. 

If the PV is —15 or less, the Character does 
the same as above, except that he/she also actually 
thinks she does it right (see section 2.3 Performance 
Value, p. 2-6). 

If a Character has been successful when a cer- 
tain CSM was used, he/she has the possibility of 
trying to understand something at a lesser CSM. If 
a Character has been unsuccessful when a certain 
CSM was used, he/she has the possibility of trying 
to understand something at a greater CSM. 

Which Writing System Skills that any PC re- 
ceives BSV for (and if his/her Profession(s) allow(s) 
it, may raise the Values of) depends on which People 
he/she belongs to: 


Writing System 
Cirth | Tengwar 


People(s) 


Dwarves (Longbeards) 
Elves 

Ents 
Eorlings/Eothéod 
Hobbits 

Men of Bree 

Men of Dale 

Men of Eriador 
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“...80 greatly did Aulé desire the coming of the Children, to have learners to whom he could teach his lore 
and his crafts, that he was unwilling to await the fulfilment of the designs of Ilivatar. And Aulé made the 
Dwarves even as they still are, because the forms of the Children who were to come were unclear to his mind, 
and because the power of Melkor was yet over the Earth; and he wished therefore that they should be strong 
and unyielding. But fearing that the other Valar might blame his work, he wrought in secret: and he made 
first the Seven Fathers of the Dwarves in a hall under the mountains in Middle-earth.” 


—— 


— The Silmarillion, “Of Aulé and Yavanna” 
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This chapter describes how to create Characters for 
the game — both PCs and NPCs. PC Creation fol- 
lows the rules presented below in order, but many 
parts of them are also used to determine various 
characteristics for NPCs. NPCs are created using 
the NPC Creation Table as a starting point, see sec- 
tion 9.19 Non-Player Character Creation, p. 9-60. 

Grab a Character Sheet, pencil, eraser and dice. 
Sheets of paper and a suitable word processor or 
spreadsheet software can also useful. The Sheet can 
be filled out electronically too. 

At each of the steps of the Character Creation de- 
scribed below, the GM may set restrictions on your 
choice and possible outcomes when you are creat- 
ing a PC. He/she chooses a certain framework that 
the PCs must abide by in his/her Adventure(s); this 
framework might be flexible but it might also be 
quite strict — the GM may have in mind quite spe- 
cific roles for each of the PCs, and the Players should 
then agree on who will play which PC —- randomness 
might sometimes be needed to decide which Player 
is to play a certain PC, or rather a PC within specific 
bounds. 


9.1 The Player Character’s Attribute 
and Personality Attribute Values 


(2013-01-15) 


The first thing you should do when you want to cre- 
ate a PC is to think through a little what kind of PC 
you really want — for example an agile one, a strong 
one, or an intelligent one? You should also ponder 
a bit what kind of personality you want your PC to 
have. 

Then, you should determine three Sets of AVs 
combined with Personality Attribute Values (PAVs). 

For now, you only need to determine the Values 
of each of the PAs that are mentioned first of each 
PA pair on your Character Sheet (i.e. Carefulness, Di- 
ligence, Evil, Generosity, Humility and Lust for Power). 

For how the PAs should be used in gameplay, 
see chapter 4 Personality, p. 4-1. 

You determine each of the Sets by determining 
one set of AVs and one set of PAVs and combining 
them to one Set. Combining these AV and PAV sets 
in any way you want is not permitted; “AV Set 1’ (i.e. 
the set of AVs that is first determined) is combined 
with ‘PAV Set 1’ (i.e. the set of PAVs that is first de- 
termined), ‘AV Set 2’ is combined with ‘PAV Set 2’ 
and ‘Av Set 3’ is combined with “PAV Set 3’. 

_ To determine each Value in all the three Sets, roll 
M20 for each of the Values, except the STR Values. 
STR is much dependant on SIZ, because it would 
be fairly unrealistic if, for example, a very large 


creature were very weak. Therefore, roll M20 and 
use the following table to determine the STRV in 
each AV set as affected by the SIZV in the same set. 


M20 | STR Value 


1-10 | SIZ Value + [Die roll result] — 10 
11-20 | SIZ Value + [Die roll result] — 11 


An easy way to quickly make the rolls needed for 
one (1) Set is to use the website RANDOM.ORG; go 
to the following web address: 


http: //www.random.org/integers/?num=48&min= 
1émax=20&col=3kbase=10kformat=html&rnd=new 


Each line represents the rolls needed for one M20 
roll. You should choose which line corresponds to 
which AV and PAV in advance. 

Note down each Value while keeping the Values 
of each Set separate. Each Set should contain 10 AVs 
and 6 PAVs. 

Of these three Sets of AVs + PAVs, choose the one 
that you like best; it will represent your PC’s AVs 
and PAVs. However, the Values may still change in 
later stages of the Character Creation. 

Save the other Sets as well, since you may have 
to return and choose another Set later. 


9.2 The Player Character’s Gender 


(2012-11-04) 


When choosing the Gender for your PC, you may 
choose either Man or Woman. Alternatively, you 
may determine your PC’s Gender randomly. Roll D2 
and look up in the following table: 


If your PC’s Gender was decided to be Woman, 
some of her AVs and PAVs are modified according 
to the following table (the SIZ and STR Values do 


not affect each other anymore): 

ctl 
all 
Al 
= 
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9.3 People (2012-11-04) 


In the past not only Men lived in Arda (usually 
called the Earth by Men of today), but also a mul- 
titude of other creatures that can be used for PCs. 
The various Peoples are good at different Attributes, 
have different personalities and have specific char- 
acteristics of their own, such as Skill Value Mod- 
ifiers. On the basis of the different characteristics 
that the Peoples have, which are presented in the 
following subsections, you shall now choose which 
People your PC belongs to. You may also decide 
this randomly. The People-specific characteristics 


People 


Dwarves (Longbeards) 


Dwarves (others) 


r 
a 
z 
Teesterings —_——SC~i PP | 2 | 2 | 2 | 
0 


are presented below. Note down temporarily all the 
characteristics of the People you choose your PC to 
belong to — do not yet apply them. 


9.3.1 Attribute and Personality Attribute 
Value Modifiers 


Depending on which People you choose your Char- 
acter to belong to, certain Modifiers will be applied 
to his/her Attribute Values respectively, except his/ 
her SIZV (again, the SIZ and STR Values do not af- 
fect each other): 


Attribute Value Modifiers 


AGI | CHA | HRD | HRG | PSY | SGT | SML | STR | WIT 


vi 
7 


rz 
al 
Pas | 7 | 
es 


NEN 


: 


Hobbits (Fallohides) | +5 | 1 | 
Hobbits (Harfoots) +1 


Hobbits (Stoors) 


ie 


1 tr 
i oF 
ae dF 
1 tr 
+ tr 


it 
ye 


MEE 
EAE SE 


pos 


Men of Bree 


Ea 
Ea 
MEE 
Eee 


Men of Dale 


| #0 | 0 | 41 


et (ee Oe eee 


Woodmen 


1 
| +0 | +0 | +o | +0 | +0 | +0 | +1 | 


(2013-01-03) 


! Men of the Anfalas, Men of Blackroot Vale, Men of Ethir Anduin, Men of Lamedon, Men of Lossarnach, Men of Pinnath 
Gelin, Men of Ringl6 Vale and Men of the White Mountains — not Men of Lebennin 
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A Modifier will not be applied to your PC’s SIZV; — PC’s SIZV might still be modified later, before the 
instead, it will be converted according to the table — conversion shall take place — only note down all pos- 
below (do not yet make the conversion, since your _—_ sible outcomes): 


Converted SIZ Value 


Drtedain, Dinedain Dinedain Dinedain Hobbits Men of Bree, 

Dwarves of the North | of Numenor | of the South Men of the 
Outlands 
of Gondor 


em] 


et 
(oe) 


NI NIN pee) |e |] || ee | || Ss 
is 


i 


eee] ee | ee] ee | ee |] ee] |] | SY] | | |) | es | ee ed) |) es |) ee ee |p ee 
eh |] ee | es |] | |] ef SY] | ed) ee |) ey) | ey) ee | es |p es |e) es | 


NITNITNINININININININININITNINININI NP Rt Rel ere rele leledie 
fey | eg || esi) | een | enya) | es) | ee ey | | ey] | ena) | eek | | ee | ee || | || Ne) | Mee) | Nem | ey) | ko sey) i<ou| |e 2) |e 2) 
pee] yf ee] | gs |) | ey) es] ee) ee) ef |) | sf es |] ee es | 
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In the same way as for the Attribute Values, certain  PAVs respectively: 
Modifiers will also be applied to your Character’s 


Personality Attribute Modifiers 
People DLG EVL 


E 
(=) 
E 
N 
E 
— 
E 
fs 


+ 
N 


+ 
N 


Dunedain of Namenor (Faithful) 


+ 
ns 


Dtnedain of Numenor (King’s Men) 


Dunedain of the South 


H- 
(Ss) 
ab 
N 


Dwarves (Longbeards) 


Dwarves (others) 
Elves of Belfalas 


+ 

ns 
He 
(=) 


ae 
N 
He 
(j=) 


Elves of Dorwinion 
Elves of Edhellond 


Elves of Lindon 


+ 
ns 


Elves of Lérien 

Elves of Mirkwood 

Elves of Rivendell 

Ents 

Eorlings / Eothéod / Northmen 


+ 
N 
He 
iS 


+ 

oo 
i ee a | Ee eS 
or] on] mS Ss Ne] eg 


ae 
ow 
ae 
— 


+ 
1s%) 


| 
i 
E 
w 
| 
w 


Easterlings 

Hobbits (Fallohides) 
Hobbits (Harfoots) 
Hobbits (Stoors) 


+] t+ 

Ol} G& 

NTN] oO 
N 
Bi 
N 
B 
N 
+ 
1SS) 


+] + 
Rl a 


Men of Bree 
Men of Dale 
Men of the Lake 


He 
(=) 


af 
ean 


+2 


af to [| to | 40 | 0 | 
|Woodmen | to | to | 3 | toto 


This means that in some extreme cases this may res- 9.3.2 Skill Value Modifiers, Spells and Spe- 
ult in PAVs of 0 or even less. cial Rules 


| +0 | 
| 0 | 
ea 
| +0 | 
eee | 
eee 
eee 
eee 
ee) 
[esas 
eal 
Eee) 
ee) 
as 
ae 
| 0 | 
| +0 | 
es 
om 


The following table lists SV Modifiers for each 
People. Note! These Modifiers are applied after you 
have raised your PC’s Skill Values by spending Ex- 
perience Points (see subsection 9.17.2 Spending the 


! Men of the Anfalas, Men of Blackroot Vale, Men of Ethir Anduin, Men of Lamedon, Men of Lossarnach, Men of Pinnath 
Gelin and Men of Ringl6 Vale — not Men of Lebennin 
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Experience Points, p. 9-43). 

The table also lists the Spells that PCs of respect- 
ive People may raise, and special rules for certain 
Peoples. The time period during which the PC’s 
first Adventure must take place is set within brack- 
ets. That which is specified at “All” applies to all 
Peoples, and that which is specified at the main 


Peoples of Dunedain and Elves applies to all their 
respective subgroups, so for these both the specific- 
ations of the main People and those of respective 
subgroups apply. If Value Modifiers for a particu- 
lar Skill are listed at both the main People and the 
subgroup, or at ”All”, you should apply all of them. 


—5 


Alchemy 
Craft (Mithrilsmithying) 
Drug Lore 


Heraldry! 


Language Skills? 
Short-distance Running 
Writing System Skills* 


Beekeeping 


Mastery of Shapes 


! Only Nobility 

Those the PC gets a BSV in 

3 Lower Class / Middle Class / Nobility / Upper Class 
* Those the PC gets a BSV in 

°Lower Class / Middle Class / Nobility 


=3,/ 1/23/24 
+6 
—6/—3/+3° 
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Drtedain 


Dtnedain 


Botany 

Craft (Stonecarving) 
Craft (Woodcarving) 
First Aid 

Healing 

Language (Druadanic) 
Language (Westron)! 
Musical Instrument (Drums) 
Poison Lore 

Scenting 

Short-distance Running 
Signs of the Drtiedain 
Tracking 

Travelling 


Animal Training Skills 
Craft (Blacksmithying) 
Craft (Mithrilsmithying) 
Craft (Stone-working) 
Craft (Weaponsmithying) 


Language (Westron)? 


Road-making 
Travelling 


Bane 

Blade Preservation 
Binding 

Finding and Returning 
Fire 

Fog 

Healing-spell 
Imitation 

Light 

Opening 

Shatter 

Shutting 


' JI 2750-, only Nobility 


2 11 2750-, for each year the Character has lived in Middle-earth (at most +6) 
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e Are only engaged in 
barter, and have there- 
fore no currency. This 
is simulated by the fact 
that they must spend 
as much of their Wealth 
and Earnings as possible 
immediately (see sub- 
section 9.15.4 Property 
of the Player Charac- 
ter, p. 9-42 and subsec- 
tion 9.5.2 The Player 
Character’s Wealth, p. 9- 
24). 


Rangers receive a 
—3 CHA Value Modi- 
fier. 


Use poisoned arrows. 


Are the only People who 
are allowed to raise the 
Scenting SV and may do 
so regardless of Profes- 
sion(s). 


Rangers receive a 
—3 CHA Value Modi- 
fier. 
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Diinedain of the Craft (Ship & Boat Building) 
North (II 3319-) Language (Beasts)! 


Language (Birds) 
Language (Quenya)* 
Language (Sindarin) 
Navigation 

Riding® 

Sea-craft 


Dunedain of Language (Adfinaic)* 


Numenor (11 32- Animal Husbandry 
3319) 


ND oO FP ON 


Astronomy 

Craft (Mithrilsmithying) 
Craft (Ship & Boat Building) 
Diving 

Fishing 

Forestry 


Language (Beasts)? 


Language (Birds) 
Language (Dialect of Dunlendish)® 
Language (Quenya) 
Language (Sindarin)’ 
Military Tactics 
Mining 

Navigation 

Riding 

Rowing 

Sailing 

Sea-craft 

Swimming 

Weapon (Bows) 
Weapon (Swords) 
Winemaking 
Zoology (Birds) 


Does not include Language (Birds) 

Only Nobility 

Only Ranger 

For each year the Character has lived in Nimenor (at most +6) 
Does not include Language (Birds) 

II 900- 


e Dunedain of Namenor 


belonging to the Faithful, 
before the Downfall of 
Ntmenor in II 3319, can- 
not get any Sicknesses or 
Infections. 


For each year the Character has lived in Middle-earth (at most +6), only Nobility, Il 2265— only Faithful 
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Dtinedain of the 
South (II 3319-) 


Dwarves 
(Longbeards) 


eB WON 


Only Nobility 


Animal Training Skills 


Craft (Ship & Boat Building) 


Craft (Woodcarving) 
Language (Dialect of Dunlendish) 
Language (Quenya)! 
Language (Sindarin)? 
Lying 

Navigation 

Sea-craft 

Animal Healing Skills 
Animal Husbandry 
Animal Training Skills 
Cave Orienteering 

Craft (Armoursmithying) 
Craft (Earth-working) 
Craft (Mithrilsmithying) 
Craft (Stone-working) 
Craft (Weaponsmithying) 
Farming 

Firelighting 

Gardening 

Geology 

Language (Iglishmék) 
Language (Khuzdul) 


Language (of Dale)? 


Language (Westron)4 
Leaping 

Mining 

Navigation 

Riding 

Sea-craft 
Short-distance Running 
Swimming 

Trade 

Travelling 

Weapon (Axes) 

Writing System (Tengwar) 


Bane 

Blade Preservation 
Opening 

Shutting 


III 2900- only Nobility and Upper Class 
Only Nobility and Upper Class 


TI 2850— 


Craftsmen/Craftswomen 
are an exception in that 
they may raise the SVs of 
two (2) Weapon Skills of 
your choice. 


Traders may raise the SV 
of one (1) Weapon Skill 
of your choice, not only 
Weapon Skills (Knives). 


Special rules apply for 
armour prices (see 

Craft Skills and sec- 

tion 9.14 Levels of Burden 
for the Player Character, 
p. 9-38). 


The only Sickness 
Dwarves can get is Cor- 
pulence. 
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Elves of Belfalas 
(II 2000-II 1981) 


Elves of Edhellond 
(I 473-III 1981) 


T Only Women 
2.11 2750- 
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Acting 

Authorship 

Botany 

Craft (Ship & Boat Building) 
Dancing 

Drawing and Painting 
First Aid 

Healing 

Language (Elven Sign Language) 
Lying! 

Massage 

Musical Instrument Skills 
Singing 

Sneaking 

Travelling 

Writing System (Cirth) 


Binding 

Finding and Returning 
Fire 

Fog 

Healing-spell 

Imitation 

Light 

Mastery of Shapes 
Misdirection 

Opening 

Shutting 

Slumber 

Botany 

Craft (Ship & Boat Building) 
Fishing 

Language (Dialect of Dunlendish) 
Language (Sindarin) 


Language (Westron)? 


Navigation 
Sea-craft 


Singing 


Bane 

Blade Preservation 
Detection 

Shatter 


Are able to walk and run 
on thick snow without 
sinking in. 

Do not leave any foot- 
prints. 


Can die only through 
violence and unnatural 
means. 


Cannot get any Sick- 
nesses or Infections. 


Get a —5 Perception CSM 
and can walk, run and 
talk when sleeping. 


Is able to determine from 
another Elf’s eyes and/or 
voice whether he/she is 
married or not. 
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Elves of Language (of Dale)! 

Dorwinion Language (Nandorin) 
Language (Sindarin)* 

Language (Westron)? 

Singing 

Winemaking 

Botany 

Craft (Ship & Boat Building) 


Fishing 


Elves of Lindon 


Language (Quenya) 
Language (Sindarin) 


Language (Westron)* 


Navigation 
Singing 
Sea-craft 


Bane 

Blade Preservation 
Detection 

Shatter 


Only Upper Class and Nobility 

Only Nobility 

II 2850-, only Upper Class and Nobility 
II 2800- 


Be WON 
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Camouflage 

Craft (Armoursmithying) 
Craft (Ship & Boat Building) 
Craft (Weaponsmithying) 
Craft Skills (other Smithying Skills‘) 
Farming 

Gardening 

Language (Nandorin) 
Language (Quenya)* 
Language (Sindarin) 


Language (Westron)? 


Mining 

Musical Instrument (Harp) 
Singing 

Sneaking 

Trade 

Weapon (Bows) 


Bane 

Blade Preservation 
Detection 

Shatter 


i Except Mithrilsmithying 


? Only Nobility 


3. ]1-2850-, only Nobility and Upper Class 


e Get a +5 HRG CSM when 
listening to a wood (ie. 
to the wood itself, not 
to something inside the 
wood). 


Achieves the effects of 
sleep by walking ina 
particularly fine forest. 


IZ" PEOPRIEE 


Elves of Mirkwood 


Elves of Rivendell 


Animal Training (Dogs) 
Camouflage 

Craft Skills (other Smithying Skills!) 
Craft (Earth-working) 
Craft (Stone-working) 
Farming 

Gardening 

Language (Birds) 
Language (of Dale)? 
Language (Nandorin) 
Language (Rohirric)? 
Language (Sindarin)? 
Language (Westron)4 
Mining 

Musical Instrument (Harp) 
Riding 

Singing 

Sneaking 

Trade 

Weapon (Bows) 
Authorship 

Botany 

Craft (Armoursmithying) 
Craft (Goldsmithying) 
Craft (Mithrilsmithying) 
Craft (Weaponsmithying) 
Language (of Dale) 
Language (Nandorin) 
Language (Quenya) 
Language (Rohirric) 
Language (Sindarin) 


Language (Westron)° 


Weapon (Swords) 


Bane 

Blade Preservation 
Detection 

Shatter 


Except Mithrilsmithying 
Only Nobility and Upper Class 


il 
y) 
3 Only Nobility 
4 
a 


II 2850-, only Nobility and Upper Class 


TI 2850— 
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e Get a +5 HRG CSM when 
listening to a wood (ie. 
to the wood itself, not 
to something inside the 
wood). 


Achieves the effects of 
sleep by walking ina 
particularly fine forest. 


Get a +1 SV Modifier for 
the Spells whose Values 
are raised. 


Special rules apply for 
armour prices (see 

Craft Skills and sec- 

tion 9.14 Levels of Burden 
for the Player Character, 
p. 9-38). 
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Eorlings/Eothéod/ Administration and Law 


Northmen Alchemy 
Animal Healing (Horses) 
Other Animal Healing Skills 
Animal Training (Dogs) 
Animal Training (Horses) 
Other Animal Training Skills 
Astrology 
Authorship 
Botany 
Chess and Board Games 
Forgery 
Geography Skills! 
Geology 
Healing 
Heraldry 
History 
Knowledge and Lore Skills? 
Language (Dunlendish) 
Language (of Dale) 
Language (Rohirric) 
Language (Westron)? 
Lying 
Maths 
Navigation 
Riddling 
Riding 
Sea-craft 
Singing 
Writing System (Cirth) 
Zoology Skills 


! Only those the PC gets a BSV in 
2 All Skills the PC gets a BSV in with the word “Knowledge” or “Lore” in their names. 
3 J] 2850- 
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Hobbits 


Animal Husbandry (Cows)! 
Animal Training (Cats)! 
Cave Orienteering 

Craft (Armoursmithying) 
Craft (Blacksmithying) 
Craft (Earth-working) 

Craft (Goldsmithying) 

Craft (Ship & Boat Building) 
Craft (Shoe-making) 

Craft (Silversmithying) 
Craft (Stone-working) 

Craft (Weaponsmithying) 
Other Craft Skills 

Farming 

Fishing 

Gardening 

Geology 

Heraldry 

Herb-lore 

Hiding 

History 

Jesting 

Language (Dialect of Rohirric) 


Language (Westron)* 


Language (Westron)° 
Leaping 

Mining 

Navigation 

Riddling 

Riding 

Rowing 

Sea-craft 
Short-distance Running 
Sneaking 

Swimming 
Throwing 

Travelling 

Weapon (Bows) 
Weapon (Slings) 
Other Weapon Skills 


Only Hobbits with Place of Abode in the Bree-land 


May raise the Hiding 
SV regardless of Profes- 
sion(s). 


Are not allowed to raise 
the SVs of Weapon Skills 
except Bows, Clubs and 
Slings. 


Get a +6 Sneaking CSM 
in woods. 


Enjoy an extra +2 CSM 
for the weather condi- 
tions Cold, Heat and 
Desert heat (see subsub- 
section 2.1.1.3 Weather 
Modifiers, p. 2-5). 


1 
2 [II -1200 if Place of Abode is not “Along the Anduin close to the Gladden Fields” 

3 TI 1201-1400 if Place of Abode is not “Along the Anduin close to the Gladden Fields” 
4 Only Hobbits with Place of Abode near the Gladden Fields, only Nobility 

°_Not Hobbits with Place of Abode near the Gladden Fields 
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Fallohides Craft Skills 
Farming 
Hunting 
Language (Sindarin) 
Language (Quenya)! 
Singing 

Harfoots Cave Orienteering +2 
Craft (Earth-working) +3 
Craft (Stone-working) +7 
Geology +8 
Mining +8 


Stoors Animal Training (Dogs) 
Craft (Ship & Boat Building) 
Farming 
Fishing 
Navigation 
Rowing 
Sea-craft 
Swimming 


Watng System (nga) 


=§ 

Men of Bree Animal Husbandry (Cows) +1 

Animal Training (Cats, Dogs) +1 

Language (Dunlendish) —6 

Language (Westron)? +6 

Men of Dale Language (of Dale) +6 

(I 2942- Language (Nandorin) —6 
c 7 ep 


T Only Hobbits with Place of Abode in the Bree-land or the Shire 
2. TI 2850- 
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Men of Dol Craft (Ship & Boat Building) 
Amroth Fishing 


Language (Quenya) 
Language (Sindarin)! 
Language (Westron) 
Musical Instrument (Harp) 
Navigation 


Sea-craft 


Craft (Ship & Boat Building) 
Craft (Carpentry) 
Fishing 
Language (of Dale) 
Language (Nandorin) 
Language (Westron)* 
Sea-craft 
Swimming 

Men of the Out- Language (Dialect of Dunlendish) 


lands of Gondor Language (Westron)* 
(Dtiinedain and 


Men of Dol 
Amroth not in- 
cluded) 


Men of the Anfalas | Animal Husbandry 
Hunting 

Men of Blackroot Weapon (Bows) 

Vale (III 250-) 


Men of Ethir Fishing 

Anduin Navigation +2 
Sea-craft +2 
Swimming +1 


Men of Lebennin Singing +3 


Musical Instrument Skills (Flute, +3 
Horn, Viol) 


Men of Lossarnach | Craft (Woodcarving) +1 
Gardening +5 
Weapon (Axes) +2 


Il 2900- only Nobility and Upper Class 
TI 2850- 

-II. 2749 / I 2750- 

TL 2750- 


BP WON 
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Men of Pinnath 
Gelin 


Men of the White 
Mountains 
(-II 3425) 


Craft (Stone-working) 


Woodmen Forestry 
Travelling 


9.4 Place of Abode 


Depending on which People you have chosen your 
Character to belong to, determine his/her Place of 
Abode using the table below. The time periods dur- 
ing which it was possible to live at resp. Place of 
Abode are mentioned within parentheses. 

The time during which a PC’s first Adventure 
takes place can have a significant impact on which 
Places of Abode are possible for him/her. The GM 
should tell you the Year of the Adventure. The 
Places of Abode that are available may also be lim- 
ited by the GM with respect to the location of a PC’s 


D100 
1-100 
1-100 


People 
Elves of Belfalas 


Elves of Edhellond Edhellond 


Place of Abode 
Celeborn and Galadriel’s dwelling (later Dol Amroth) 


(2013-03-10) 


first Adventure. 

If according to the table an area (not a village, 
town or other specific dwelling) is determined to be 
your Character’s Place of Abode, it must be determ- 
ined more specifically by the GM, for example as a 
nameless village, because in such cases the inform- 
ation in Tolkien’s works about the area in question 
is unfortunately insufficient. You may use a suitable 
term for it, for example ’ Village A”, in order to dis- 
tinguish it from other imaginary villages in the area. 
An approximate location for final Place of Abode 
should also be randomly determined. 


Elves of Lindon 36-65 


Elves of Lérien 1-100 


Caras Galadhon 


The area around Thranduil’s halls 


Elves of Mirkwood 61-75 


Elves of Rivendell 1-100 | Rivendell 


The village of the raft-Elves 
Ithilien (II 3021-) 


Drtiedain 
71-100 | Drtwaith Iaur and Andrast 
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D100 | Place of Abode 
The Angle (III 1976-3021) 
Annuminas (II 3320-II 861, III 3021-) 


Andustar, not including Almaida and Andunié (-II 3105, only 
Faithful) 


Armenelos (II 3105- only King’s Men) 


Arandor, not including Armenelos and Rémenna (II 3105- only 
King’s Men) 


Eldalondé (-II 3105, only Faithful) 


Emerié (II 3105- only King’s Men) 


Forostar, not including Ondosto (II 3105— only King’s Men) 


Hyarnustar (II 3105- only King’s Men) 
Dunedain of 


ee Hyarrostar, not including Nindamos (II 3105— only King’s Men) 


Vinyalondé/Lond Daer (II 1200-) 


Mittalmar, not including Arandor and Emerié (II 3105- only 
King’s Men) 


Nindamos (II 3105- only King’s Men) 
Ondosto (II 3105- only King’s Men) 
Orrostar (II 3105— only King’s Men) 
Pelargir (II 2350-, only Faithful) 


Tharbad (II 1200-) 
Umbar (II 2280-3265, only King’s Men) 
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D100 | Place of Abode 


Osgiliath 
Dwarves 


Iron Hills (III 2590-3000) 
Lonely Mountain (III 1999-2210, 2590-2770, 2941-) 
Aldburg 


Notthmen 


Hobbits of the 1-100 | Along the Anduin close to the Gladden Fields 
Gladden Fields 
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D100 | Place of Abode 


Hobbits of Bree 
51-100 | Staddle 


Hobbits (Stoors) 1-100 | Village in Dunland (III 1150-1630) 
Hobbits (wild) 1-100 | Former Arthedain 
Men of Anfalas 1-100 | Anfalas 


Men of 1-100 | Blackroot Vale 
Blackroot Vale 


Men of Bree 
82-100 
Men of Dale 1-100 | Dale 

Meno 
sean 68-100 


Men of Ethir Anduin 1-100 | Ethir Anduin 


Men of the Lake 1-100 | Lake-town 


1-75 Calembel 
Men of Lamedon 
76-100 | Elsewhere in Lamedon 


Pelargir (II 2375—-) 
Men of Lebennin 
Some vale in Lebennin 
52-100 | Green fields of Lebennin 
Imloth Melui 
Men of Lossarnach 34-67 | The vale of Erui 
68-100 | The vale of Sirith 


Men of 1-100 | Pinnath Gelin 
Pinnath Gelin 
| 1-75 
Men of Ringl6 Vale 
76-100 | Elsewhere in Ringl6 Vale 
Men of the Blackroot Vale 
White Mountains 67-100 | Another vale in the White Mountains 


(2012-12-15) 


i 
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Ithilien 


9.5 Social Class, Wealth and Earn- 


ings 
9.5.1 Social Class 


Roll D1000 for your Character’s Social Class (SC), 
according to the table below. 

The Players should keep in mind that it may be 
that the GM sets restrictions on which Classes each 
PC can belong to. Moreover, some Peoples can only 
belong to certain Classes. Even if a Player badly 
wants his/her PC to have a certain Profession, there 
may be some Social Classes he/she cannot belong 
to. Roll again until you get a Class your PC can be- 
long to. 

The Social Class may well have important cul- 
tural and practical impact on your PC in his Adven- 
tures, but it is much up to the GM and the Players 
to decide what implications a PC’s Social Class has. 


9.5.2 The Player Character’s Wealth 


A PC’s SC also determines the extent of how much 
Wealth, i.e. money he/she has in his/her possession 
when the game starts. After you have determined 
your PC’s SC, roll for his/her Wealth according to 


the table below. Note! Driedain and Ents are only 
engaged in barter, and have therefore no currency. 
This is simulated by the fact that they must spend 
their entire Wealth immediately, before participat- 
ing in Adventures. 

You may exchange your PC’s money for as large 
monetary units as possible before the game starts 
(the larger the number of coins, the greater the 
weight). 


9.5.3 Social Class-dependent Attribute 


Value Modifiers 


To simulate that people in the past most often were 
more capable of great deeds the higher the social 
class they belonged to, your Character’s AVs are 
modified depending on which SC he/she belongs 
to. Apply these Modifiers now. 


9.5.4 The Player Character’s Earnings 


Also depending on which SC your PC ends up be- 
longing to, he/she will have certain Earnings. How 
Earnings work in the game is explained in sec- 
tion 3.6 Earnings, p. 3-3. 


890-989 | Middle Class | a2 D+ 70+) sd [10 cd =x CS 


~1-Men and Hobbits of Bree cannot be Nobility. 


| 990-999 | Upper Class | 44s (SOO + «1500 ) sd 2 sd - «CS 
a 


D3000 + 5000 ) gpcs| 2 gpcs xCS 


=“ 


9.6. AGE 


9.6 Age (2012-10-23) 


Determine the Age of your Character by making a 
certain Roll a certain number of times and out of 


People 


Bardings / Men of Dale, Beornings, 
Eorlings/Eothéod/Northmen, Men of the Lake 


Dutnedain of Namenor (Faithful) 


Dtnedain of Numenor (King’s Men) 


9.7 Experience Points and Wealth 
Coefficient for the Player Charac- 
ter (2012-11-04) 


Now that you have determined your PC’s Age, you 
can calculate how many XPs you get to spend on 


1 
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those, picking the lowest result (round down), ac- 
cording to the table below. 


Number of Times Rolled 
8) 


D85-- 15 


DX +15! 
DX + 157 


(2012-12-02) 


improving your PC’s SVs in the table below (round 
down). You should also calculate a Coefficient by 
which you will get your PC’s final Wealth (round 
down to whole Copper Farthings). 


... where X has a value that depends on what the Current Year is: 


e II -2039: 345 

e II 2040-3319 (before the Downfall of Numenor): 456 — [Current Year] x 0.054 
e 113319 (after the Downfall of Nimenor)—3441: 382 — [Current Year] x 0.032 
e [If 1—: 272 — [Current Year] x 0.032 

2 _..where X has a value that depends on what the Current Year is: 

e II -2039: 398 

e 11 2040-6: [Current Year] — 1641 

e [1 2047-221: 406 

e [2222-3319 (before the Downfall of Nimenor): 850 — [Current Year] / 5 

e 113319 (after the Downfall of Nimenor)—3441: 1181 — [Current Year] x 0.3 
e [l1—: 149 — [Current Year] x 0.3 

3 ...where X has a value that depends on what the Current Year is: 

e 11 3335-441: [Current Year] — 3319 

e [Il 1—158: [Current Year] + 122 

e [Il 158—238: 280 

e [Il 239—1936: 289 — [Current Year] x 0.0365 

e [Il 1937—2395: 505 — [Current Year] x 0.148 

e [Il 2396—872: 301 — [Current Year] x 0.063 

e [Il 2873—3021: 695 — [Current Year] x 0.2 

e IV 1—: 90 — [Current Year] x 0.2 


4 Reroll if the result is less than 16. 
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Age Experience Points Wealth Coefficient 


9.7.1 Age-dependent Attribute Value and 
Personality Attribute Value Modifiers 
for the Player Character 


Traverse the table below from the top and apply 
the AV and PAV Modifiers for the People you have 
chosen for your PC cumulatively until you reach the 


24 


, (Age = 
; (Ase = 
+ (Age — 

(xe = 
Pape es 


4039) / 7835 


Age of your PC (including the Modifiers listed at the 
exact Age of your PC, if any). 

While traversing the table, you should also 
choose which Profession your PC has had during 
each period in his/her life so far. Read more at sec- 
tion 9.8 Professions Available to the Character be- 
low. 


Attributes/Personality Attributes & Modifiers 
Age | Men of Bree & Men of the Outlands of Gondor 


9 
z 
zl 
0 
z 
m7 
a 
z 
r 
a 
z 
z 
z 
z 
z 
a 
z 
Z 
7 
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76 | AGI and HRD —1 
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Attributes/Personality Attributes & Modifiers 
Age | Men of Bree & Men of the Outlands of Gondor 


AGL HRD, HRG, SGT and STR —1 


| 80 | AGI, CHA, HRD, HRG, SGT, SML and STR —1 
AGI, CHA, HRD, HRG, SGT and STR —1 


AGI, CHA, HRD, HRG, SGT, SML and STR —1 


9.7.2 The Fading of the Elves Attribute Value 
Modifiers for Player Characters 


This rule applies only to PCs who are Elves of 
Rivendell. For each period of 2000 years (round 
normally) between III 3018 and the Start Year of the 
PC (the Year during which the PC’s first Adventure 
takes place — the GM should be able to tell you what 
Year it is), all the way back until the beginning of 
the First Age (when the Noldor left Aman) he/she 
receives a +1 Modifier for his/her AGI, HRD, PSY 
and STR Values. 


9.8 Professions Available to the 


Character 


Your PC’s Profession(s) is/are a combination of sev- 
eral of his/her properties; upbringing, training, ex- 
perience, and goals and outlook for the future. 
There are 11 different Professions to choose 
from. The main difference between them is which 
SVs a PC of a certain Profession may raise in the 
Character Creation at the lowest XP Costs (this is ex- 
plained later in subsection 9.17.2 Spending the Ex- 
perience Points, p. 9-43). It is very important that 


you carefully read about the Skills whose Values 
you may raise. 

Most Professions are equipped with certain SV 
Modifiers, just as the various Peoples are. Note! 
These Modifiers are applied after you have spent Ex- 
perience Points to raise your PC’s SVs (see subsec- 
tion 9.17.2 Spending the Experience Points, p. 9-43). 

Some Skills belong to certain Skill Groups, such 
as Language Skills, Craft Skills and Musical Instru- 
ment Skills. These are sometimes treated as if they 
were a single Skill, but each Language Skill, Craft 
Skill or Musical Instrument Skill etc. counts as a sep- 
arate Skill. 

The names of the Professions, the Skills whose 
Values each Profession may raise at the lowest XP 
Costs, and the Profession’s SVMs for those Skills 
are given in the following table. Note! The SVMs 
for Skill Groups do not necessarily have to be ap- 
plied only to those Skills in the Group whose Values 
are raised. For example, if Craftsman/Craftswoman 
is picked as the Profession, the Values of any four 
Craft Skills may be raised, but a +5 SVM may be ap- 
plied to a fifth Skill; it does not have to be one of the 
four. Also, the +2 SVM is applied to all Craft Skills, 
not only to the four whose Values are raised. 


Sra 


Craftsman/Craftswoman Craft Skills (at most 4) 


Dancing (only Nobility) 


Hiding (Only Hobbits) 
Knotting 


Language Skills (at most 1) 
Local Knowledge Skills 
Military Tactics (only Nobility) 


Scenting (only Drtiedain) 


Weapon Skills (at most 1, only Dwarves) 
Writing System Skills (at most 1) 


~ 1 A Craft Skill of your choice 
~.. All other Craft Skills 
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Profession 


Gardener 


Loremaster/Wise-woman 
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Beekeeping 

Botany 

Cooking 

Farming 

Forestry 

Gardening 

Herb-lore 

Hiding (Only Hobbits) 
Weather Lore 

Zoology (Insects) 
Administration and Law 
Alchemy 

Animal Healing Skills 
Astrology 

Authorship 

Botany 

Chess and Board Games 
Cultural Knowledge Skills 
Dancing (only Nobility) 
Drug Lore 

First Aid 

Forgery 

Geography Skills 
Geology 


Healing 


Heraldry 

Herb-lore 

History 

Hiding (Only Hobbits) 
Hypnosis 

Language Skills (at most 5) 
Local Knowledge Skills 
Massage 

Maths 

Military Tactics 
Orienteering 

Poison Lore 

Riddling 

Scenting (only Drtedain) 
Travelling 

Weather Lore 

Writing System Skills (at most 2) 


Zoology Skills 


1_ For men the Profession is called Loremaster, for Women Wise-woman. 
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—_ 
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Profession 


Mariner 


Messenger 


Craft Skills (only Ship & Boat Building) 
Cultural Knowledge Skills 

Dancing (only Nobility) 

First Aid 

Fishing 

Gambling Games 

Geography Skills 

Hiding (Only Hobbits) 

Knotting 

Language Skills (at most 2) 

Leaping 

Military Tactics (only Nobility) 
Musical Instrument Skills (at most 1) 
Navigation 

Perception 

Riddling 

Sea-craft 

Singing 

Swimming 

Weapon Skills (at most 2, of which 1 Knives) 
Weather Lore 

Writing System Skills (at most 1) 
Acting 


Bribery 
Cultural Knowledge Skills 
Dancing (only Nobility and Upper Class) 


Disguise 

Firelighting 

Forgery 

Geography Skills 

Heraldry 

Hiding (Only Hobbits) 

Jesting 

Language Skills (at most 3) 
Local Knowledge Skills 

Lying 

Military Tactics (only Nobility) 
Orienteering 

Persuasion 

Riding 

Travelling 

Weapon Skills (at most 2, of which 1 Knives) 
Writing System Skills (at most 2) 


1 Only those the PC gets a BSV greater than 0 for 


~ =i 
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Cave Orienteering 

Climbing 

Craft Skills (only Earth-working and Stone-working) 
Firelighting 

Geology 

Hiding (Only Hobbits) 

Knotting 

Mining 

Weapon Skills (at most 1, only Dwarves) 


Acting 

Administration and Law 
Authorship 

Cultural Knowledge Skills 
Dancing 

Drawing and Painting 
Geography Skills 

Heraldry 

Hiding (Only Hobbits) 
History 

Jesting 

Language Skills (at most 2) 
Local Knowledge Skills 
Military Tactics (only Nobility) 
Musical Instrument Skills (at most 4) 
Persuasion 

Riddling 

Singing 

Travelling 


Voice-throwing 
Writing System Skills (at most 2) 


1 Only one Musical Instrument Skill of your choice 
_*_ All other Musical Instrument Skills 


ed 


i 
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Animal Healing Skills 
Animal Training Skills 
Botany 

Camouflage 

Climbing 

Cooking 


Craft Skills (At most 1, only Carpentry, Farriery”, Leatherworking, 
Textile Craft and Woodcarving) 


Cultural Knowledge Skills 
Drug Lore 

Firelighting 

First Aid 

Fishing 

Forestry 

Geography Skills 
Herb-lore 

Hiding 

Interrogation 

Knotting 

Language Skills (at most 1) 
Leaping 

Military Tactics (only Nobility) 
Orienteering 

Perception 

Riddling 

Riding (only Dunedain) 
Scenting (only Drtiedain) 
Singing 

Sneaking 


Swimming 


Tracking 


Trapping 
Travelling 


Unarmed Combat 

Weapon Skills (at most 3, of which 1 Knives) 
Weather Lore 

Wilderness Survival 

Writing System Skills (at most 1) 

Zoology Skills 


— 
bo Special: Receive a —3 CHA Value Modifier due to a hard life in the wild (not Elves). 
__ * Only Dunedain 
3 Only one Weapon Skill of your choice 
4 All other Weapon Skills 
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Bribery 

Burglary 

Climbing 

Gambling Games 
Interrogation 

Hiding 

Knotting 

Leaping 

Local Knowledge Skills 
Lying 

Perception 

Persuasion 
Pickpocketing 
Shadowing 

Sneaking 

Unarmed Combat 
Underworld Lore Skills 
Weapon Skills (at most 2, of which 1 Knives) 


Soldier Craft Skills (at most 1, only Armoursmithying, Leatherworking or 
Weaponsmithying) 
Cultural Knowledge Skills 
Dancing (only Nobility) 


Dodging 


Firelighting 

First Aid 

Geography Skills 

Heraldry 

Hiding (Only Hobbits) 
Interrogation 

Language Skills (at most 1) 
Local Knowledge Skills 
Military Tactics (only Nobility) 
Orienteering 

Perception 

Riding 

Singing 

Tactics 

Travelling 

Unarmed Combat 

Weapon Skills (at most 4) 
Writing System Skills (at most 1) 


= 


~ 


1 Only one Weapon Skill of your choice 
2. All other Weapon Skills 
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Profession 


Trader 
Bribery 


Cultural Knowledge Skills 


Forgery 

Geography Skills 
Hiding (Only Hobbits) 
Jesting 


Language Skills (at most 3) 


Local Knowledge Skills 


Lying 
Maths 
Persuasion 
Riding 
Trade 


Travelling 


Weapon Skills (at most 1)! 
Writing System Skills (at most 2) 


9.8.1 The Share of Experience Points That 
May Be Spent on Spells Depending on 
the Player Character’s Profession(s) 


Each Profession may spend a different number of 
XPs on Spells. Below is a table showing the percent- 
age of XPs that every Profession at most may spend 
(round normally): 


1 Dwarves: any; other Peoples: only Knives 


Administration and Law 


(2012-12-27) 


9.8.2 Choosing your Character’s Profes- 


sion(s) (2013-01-15) 


Now that you have acquainted yourself with the 
Professions, you are ready to choose your Charac- 
ter’s Profession(s) throughout his/her life. 

As was mentioned in subsection 9.7.1 Age- 
dependent Attribute Value and Personality Attrib- 
ute Value Modifiers for the Player Character, p. 9-26, 
while traversing said table, you should also choose 
which Profession your PC has had during each 
period in his/her life so far. 

Below is a table that shows which Professions 
are available to each People, The Player Character’s 
Gender and SC. ”e” indicates that the Profession 
in question is available for the People/The Player 
Character’s Gender/SC in question. In order for 
you Character to qualify for a particular Profession, 
the Profession must be available for the Character’s 
People, The Player Character’s Gender and SC. 
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Professions Available to the Character 


Loremaster/Wise-woman 


People/Gender/SC 


z 
& 

= 

[People SSCS 

[Dried —SSOSCSC~—~S 
[DinedsinofheNowh =i 
ee 
[DinedainoftheSouth————SSS—=*d 
[Dwawes SS SSCS~wd 
[Rivesofteisins ———SSCS~S~S 
[eivesoftahetind —————SSSSS~=wd 
[Rivesoftindon ——SSOS~S~wd 
[eivesofterien SSS 
[Fives ofMikwood ———SSSCS~d 
[eivesofRivende ————SSS~=wd 
Ronin Eothéod/Normen————*d 
[Hobbits Falnide) ————SSSS—id «dL 
[cbs arto) ————SSSSCS~sSC«d 
[Hobbie Goon) ————SSSSCS~sSC*d 
[MenofAnfais ———SSOS~wd 
[MenofBlackootale =i 
[Menofiee SOS 
[MenofDate———SSS—~wd 
[MenofBotamem ———SSS—~id 
[Men of tinAndvin————SSS~w 
[Menofthetake SSS 
[Menoftamedon SSS 
[Menoftebennin———SSS~wd 
[Menoftosemah ————SSS—=wd 


1 Only until III 1975 (the end of Angmar) 

a Only III 1975— (from the end of Angmar and onward) 
3 Only III 2901- 

4 Member of the Messenger Service 
> Only Nobility and Upper Class 
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People/Gender/SC 


Men of Pinnath Gelin be 


Men of Ringl6 Vale 
Men of the White Mountains 


Powers SCS Pe ee 
[idaieCs ——SS—S ee ee 


[Nebiity —SSSCS~Ss 


Minstrel 
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Professions Available to the Character 


Loremaster/Wise-woman 


ie Craftsman/Craftswoman 


ie SSS eases 


Your PC’s AVs and PAVs such as they were dur- 
ing a certain period of time in his/her life must also 
meet any AV and PAV Requirements for the chosen 
Profession. Your PC can only have one Profession 
at most at any time (Note! If your PC is an Elf, 
you must also consider the Attribute Value Modifi- 
ers that are caused by the Fading of the Elves. Read 
more above in subsection 9.7.2 The Fading of the 
Elves Attribute Value Modifiers for Player Charac- 
ters, p. 9-27.). So you need not choose just one (1) 
Profession that your PC has had in his/her life so 
far. You might actually have to choose more than one 
if your PC does not meet the AV and PAV Require- 
ments for a certain Profession during all his/her life 
so far. If Characters have more than one Profession 
during their lifetime, it means that they have had 
several different careers and have received training 
and education for all of them. In the past there were 
several famous people who must have had more 
than one Profession, for example Aragorn II Elessar. 


1 Only II 1800-3265 
2 Not Men of Anfalas 


(2012-12-02) 


Note down all the Professions your PC has had in 
his/her life on your Character Sheet. 

Note down the Skills whose Values your PC’s 
Profession(s) are allowed to raise at the lowest XP 
Costs — these are called your PC’s Profession Skills. 
If you have chosen more than one Profession for 
your PC, see subsection 9.8.3 Drawbacks and Ad- 
vantages of Having Multiple Professions, p. 9-36. 

The Profession that your PC has in the last 
period of time before the point of his/her determ- 
ined Age is the Profession he/she will also have 
when you start playing with him/her. This is called 
the Character’s Current Profession. Underline this 
Profession on your Character Sheet. 

AV and PAV Requirements for each Profession 
are given in the table below. Your Character’s AVs 
and PAVs must meet the Requirements of a certain 
Profession in order to qualify for the Profession in 
question. 
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CHA > 11, WIT > 12 DLG > 5, GNR < 10 


Note! If your PC does not meet the AV and PAV Re- 
quirements of any Profession at some point in his/ 
her life up until his/her determined Age, you must 
abandon this PC, go back to section 9.1 The Player 
Character’s Attribute and Personality Attribute Val- 
ues, p. 9-2, choose another AV and PAV set and con- 
tinue from there. 
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“Then Aulé took up a great hammer to smite 
the Dwarves; and he wept. ...and the Dwarves 
shrank from the hammer and were afraid, and 
they bowed down their heads and begged for 
mercy.” 


— The Silmarillion, “Of Aulé and Yavanna” 


_1_ Hobbits 


9.8.3 Drawbacks and Advantages of Having 
Multiple Professions 


There is one drawback if you let your PC have more 
than one Profession during his life so far: the num- 
ber of XPs you receive for raising your PC’s SVs 
is reduced by 20 percentage points for each Profes- 
sion you choose in addition to one (round down the 
number of XPs). 

However, there are advantages as well. Your 
PC’s Profession Skills will consist of the combined 
set of Profession Skills made available by all the Pro- 
fessions that you have chosen. You may also com- 
bine the SV Modifiers of your Character’s Profes- 
sions, but if the Professions receive Modifiers for 
the same Skills, only the Modifier with the greatest 
value should be counted (e.g. although a Soldier 
normally receives a +3 Travelling SVM, a Messen- 
ger-Soldier receives a +4 Modifier since a Messenger 
normally receives a +4 Modifier). For Skill Groups 
you may choose the greatest of the number of Skills 
that each of your PC’s Professions makes available 
as Profession Skills (for instance, if your PC is a 
Loremaster-Soldier you may therefore raise the Val- 
ues of 5 Language Skills, since Loremaster/Wise- 
woman may raise 5 Language Skills but Soldier 
only 1). Similarly, it is the greatest of the shares of 
XPs that each of your Professions are allowed to 
spend on Spells that counts. E.g. if your PC is a Lore- 
master-Soldier, you may use 35 % of your PC’s XPs 
for Spells. 
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9.9 Apply People-specific Attribute 
and Personality Attribute Value 
Modifiers, General Waning and 
Waning of the Danedain 


9.9.1 People-specific Attribute and Personal- 
ity Attribute Value Modifiers 


If you have chosen your Character to be either a 
Dwarf or Elf and also a Woman, apply these Attrib- 
ute and Personality Attribute Value Modifiers: 


AIPA 
wrt 
FM 


Next, apply the People-specific Attribute and Per- 
sonality Attribute Value Modifiers for your PC that 
you noted down in subsection 9.3.1 Attribute and 
Personality Attribute Value Modifiers, p. 9-3. Also, 
make the mentioned SIZ Value conversion. 

So far you have for your Character only determ- 
ined the Values of the PAs that are mentioned first 
of each PA pair on your Character Sheet. Now you 
should also obtain the Values of the opposite PAs 
(for example, for Generosity, Greed is the oppos- 
ite PA) by calculating 20 — [the Value of the first- 
mentioned PA]. 


9.9.2 General Waning for the Player Charac- 


ter (2012-12-02) 


The GM should tell you the Year in which your PC’s 
first Adventure happens or starts, and now that you 
know his/her Age, you can easily calculate his/her 
Year of Birth. 

For each 1000 year period (round normally) 
between your PC’s Year of Birth and III 3018 he/she 
receives a +1 Modifier for all Attributes except SIZ. 

If your PC’s WITV is 0 or less now (if your PC is 
a Dunadan, apply also the Waning of the Dunedain, 
see below), you must abandon this PC, go back 
to section 9.1 The Player Character’s Attribute and 
Personality Attribute Values, p. 9-2, choose another 
AV and PAV set and continue from there. 


9.9.3 The Waning of the Dinedain (2012-12-02) 


If your Character’s People is either the Dinedain 
of the North or Dunedain of the South, apply 
+1 modifiers to his/her AVs for each time period, 
of a certain number of years depending on the At- 
tribute, between his/her Year of Birth and III 3018 
according to the table below. Round normally. 


[Dinedain ofthe South | 380 | soo | 750 


(2013-01-16) 


If your PC’s WITV is 0 or less now, you must aban- 
don this PC, go back to section 9.1 The Player Char- 
acter’s Attribute and Personality Attribute Values, 
p- 9-2, choose another AV and PAV set and continue 
from there. 


9.10 Height and Weight 


When you have determined your Character’s final 
SIZ Value, you can determine his/her exact Height 
and Weight depending on his/her SIZ Value, as 
given in the table below. 


Weight, lbs 


29 
49 
69 


139 
149 


225 
245 
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9.11 Handedness 


For how Handedness works in the game, see sub- 
section 2.1.3 Handedness Modifier, p. 2-5. 

Which hand that will be your Character’s Pre- 
ferred Hand is determined by rolling 2D6 (see the 
following table), except if he/she is an Elf; in that 
case he/she is always Ambidextrous. 


2D6 


Man Woman 


Preferred Hand 


9.12 Need for Sleep 


Enter your Character’s Need for Sleep on the Charac- 
ter Sheet depending on what People he/she belongs 


to: 


Dunedain 


Need for Sleep, 
hrs per 24 hrs 


—4 
39 4 
8 


=) —6 
[aay 55| a 
feaTes) Eno 
Tare 


9.13 Toughness Value 


All living creatures have a certain Toughness Value 
(TGHV) that determines how much hurt they can 
withstand before they die. See section 5.8 Injuries 
and Healing, p. 5-11 for how this works. 

Your Character’s SIZV (or actually SIZ BSV) is 
the main factor that decides his/her TGHV, see the 
following table. 


siz BI? 


SASUEE 
S12 SV 


9.14 Levels of Burden for the Player 
Character (2013-03-10) 


Depending on your PC’s STR Value and which 
People he/she belongs to, you shall fill in certain 
Levels of Burden on your Character Sheet. These are 
relevant for the way his/her Burden Modifier varies 
during play. You look up your PC’s Levels of Bur- 
den in the table below. Read more about the signi- 
ficance of the Levels of Burden in section 2.1 Burden 
Modifier, p. 2-3. 


—8 =9 


_7 
Tat ee 30.8 
44 


1! 12 hrs if sleeping while not lying down, see section 2.1 Sleep Deprivation Modifier, p. 2-4. Note also this down on your 
Character Sheet. 


A : 8 : : 
8 E : A i : 
: : ‘ 0 : : 


108.0 
123.4 
138.8 
154.3 
169.7 
185.1 
200.6 
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Burden Modifiers & Corresponding Greatest Allowed Burdens, lbs 


=| =2 = —4 —5 —6 7 ~8 ~9 
[99 
rs 
Tin 


STRV 


ml) 
i 
8 
8 
9 


wl 
nD 
8 
3 


14 
15 
16 
17 
18 
19 
20 
21 
De 
23 
24 
25 
26 
27 
28 
29 
30 
31 
32. 
33 
34 
39 
36 
37 
38 
39 
40 
41 
42 
43 
44 
45 
46 
47 
48 
49 
50 
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Burden Modifiers & Corresponding Greatest Allowed Burdens, lbs 
STRV ml) =i! =6) —4 aa) —6 =f —8 —9 


51 
52 
53 
54 
55 
56 
57 
58 
59 
61 
62 
63 
64 
65 
67 
70 
71 
Pe. 
73 
74 
75 
76 
TEE 
78 
79 
81 
82 
83 
84 
85 
87 
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Burden Modifiers & Corresponding Greatest Allowed Burdens, lbs 


Al 


98.1 


= 25 =4 —5 —6 = =8 -9 


1419.7 


te 
To5 [sof vom0 | ais sao | asa | si0 | oa | 9682 | 10802 | 10963 | 15125) 
sss [aoe | aia [07 anes | sine | a7 | a7a0 [roma | a09s | 07a 


9.15 Further Background 


In the following, you will determine some further 
Background information for your Character (you 
have already determined his/her Place of Abode). 
It is this information that really creates role-playing 
— not a lot of numbers on a piece of paper. When 
you are role-playing, you are supposed to be your 
Character; speak and act as him or her — not as your- 
self. Therefore it is obviously very important that 
you really can imagine him/her in front of you, al- 
though this usually happens gradually after a few 
Sessions. The GM should also take into account the 
Character’s Background in the Adventures he/she 
will expose him/her to. 


Marital Status and Number of Chil- 
dren 


9.15.1 


Determine your Character’s Marital Status and 
Number of Children; see the following table: 


2 Attached and unmar- 
ried 


(2013-03-09) 


9.15.2 Family 


Roll to determine the characteristics of your 
Character’s Family, see the following table. 


= 
- 


il 
3 


36-40 | Both parents alive, four siblings 
41-44 | One parent alive, one sibling 
45-47 | One parent alive, two siblings 


z 
% 
zi 


58-61 | Both parents alive, 2D4 siblings 


48-49 | One parent alive, three siblings 


62-64 | Both parents alive, 2D6 siblings 
65-66 | Both parents alive, 2D8 siblings 
67-68 | Family and background unknown 


u Apply a —1 modifier if the Character is a Danadan, Dwarf, Elf or Ent. 


9-42 


9.15.3 Friends and Acquaintances 


Roll D20 for each of the categories of Friends and 
Acquaintances (Close Friends, Friends, and Ac- 
quaintances) to determine the number your Char- 
acter has of each of them respectively. 


D20 
Friends Acquain- | Number 
tances 


Close 
Friends 


aces 
[06 
p10 


(2012-12-13) 


9.15.4 Property of the Player Character 


Drtedain and Ents have no currency, and are only 
engaged in barter. If your PC belongs to any of these 
Peoples, this is simulated by the fact that you must 
now spend as much as possible of his/her entire 
Wealth (see subsection 9.5.2 The Player Character’s 
Wealth, p. 9-24) on property. The part of his/her 
Wealth that is not used for property is discarded. 


9.16 Dates and Annals 


9.16.1 Birthday 


The Date (month and day) of your Character’s Birth- 
day in the calendar that the People he/she belongs to 
use is determined by using the Random Date Gen- 
erator in chapter 7 Calendars /Random Date Gener- 
ator, p. 7-1. 


9.16.2 Current Date for the Player Character 


Current Date denotes the complete date in the reck- 
oning that the People your PC belongs to use (for ex- 
ample Ivanneth 9, III 2 in King’s Reckoning if your 
PC is a Danadan from Ntimenor) for the current day 
in your PC’s life (since different PCs may live during 
different times in history, this day will vary between 
PCs). Now that your PC is being created, this Date 
is most often the day on which your PC’s first Ad- 
venture begins. The GM can determine this Date by 
using the Random Date Generator in chapter 7 Cal- 
endars/Random Date Generator, p. 7-1. When you 
are playing with your PC and in-game time goes on, 
day by day, month by month and year after year is 
added to PC’s Current Date. 
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9.16.3 Annals 


During his/her life, a Character may experience 
many significant events and adventures, either such 
that he/she experienced at close quarters or other 
important events that he/she himself did not ex- 
perience directly but still affect him/her, such as 
a war. You can note down these in annal form on 
the Character Sheet as they happen: the time (Date) 
of the event and a description of it. Events that 
are determined already during the Character Cre- 
ation, i.e. those that happened to him/her earlier 
in life or even before he/she was born should also 
be entered, such as birth (the Character’s Birthplace 
should be mentioned) but also other life-forming 
events, which are determined in section 9.15 Fur- 
ther Background, p. 9-41. The Preliminary Year of 
each of these events can be determined by rolling 
[The Character’s Year of Birth] + 1D[The Charac- 
ter’s Age] or [Current Year] — 1D[The Character’s 
Age]. You should also note down the Annals found 
in Tolkien’s works that are relevant to your Charac- 
ter. 

Roll then D9 for each of your Annals except 
those taken from Tolkien’s works; if the result is 1 
the Final Year of the Annal will be the exact Prelim- 
inary Year, but you should also determine a Date for 
the Annal by using the Random Date Generator in 
chapter 7 Calendars/Random Date Generator, p. 7- 
1. If the result is in the range 2-6 the Final Year of 
the Annal will be the exact Preliminary Year, but no 
Date is determined for the Annal. If the result is in 
the range 7-8 the Final Year of the Annal will be 
the Preliminary Year rounded to the nearest 10 and 
‘ca.’ (circa) is written in front of it on your Charac- 
ter Sheet, and no Date is determined for the Annal. 
If the result is 9, the Final Year of the Annal will be 
the Preliminary Year rounded to the nearest 100 and 
‘ca.’ (circa) is written in front of it on your Character 
Sheet, and no Date is determined for the Annal. 

All these events should be taken into account 
when you are playing your Character; because they 
may be of great importance to his/her behaviour 
and deeds, and it is the GM’s task to check that this 
is done. 


9.17 The Player Character’s Skills 


9.17.1 Base Skill Value (2013-01-15) 


All Characters will have a certain Base Skill Value 
(BSV) in each Skill in the game apart from some 
Cultural Knowledge, Geography, Language, Local 
Knowledge and Underworld Lore Skills that are un- 
known to him/her, so basically he/she can perform 
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almost all Skills in the game from the beginning, at 
least to some degree. The BSV is the SV that your 
Character will have automatically, for free, in each 
Skill when you create him/her. 

To determine the BSV of a certain Skill for a 
Character, divide the Character’s Value of the At- 
tribute the Skill is based on by 2, and round down 
if necessary. The resp. Attribute that each Skill is 
based on is given in chapter 8 Skills, p. 8-1. 

At this stage you only need to figure out the 
BSVs of the Skills whose Values you will raise, and 
fill in these Skills and their Values on your Charac- 
ter Sheet. The rest you will fill in during gameplay 
when your PC receives XPs for them for the first 
time. 


9.17.2 Spending the Experience Points (2013-11-16) 


When you determined your PC’s Age he/she re- 
ceived a certain number of XPs. With these, you 
should now raise your PC’s SVs (which he/she re- 
ceived as BSVs) by “buying” additional SV levels. 
Note! The People and Profession SV Modifiers are 
applied after you have bought additional SV levels. 
For instance, Hobbits automatically receive a +6 
SV Modifier for the Skill Hiding — in order to reach 
the Value 15 in the Skill, a Hobbit therefore only has 
to buy up to an SV of 9 (we are here ignoring any 
Profession SV Modifiers). So, first the BSV is ap- 
plied, then you buy additional SV levels, and last 
the People and Profession SV Modifiers are applied. 

The greater your PC’s SV is, the more expensive 


it is to “buy” additional SV levels. It costs for ex- 
ample much more to raise from an SV of 17 to 18 
than from 3 to 4. 

You are allowed to raise the Values of all your 
PC’s Profession Skills that you noted down when 
you chose Profession(s) for your PC in subsec- 
tion 9.8.2 Choosing your Character’s Profession(s), 
p- 9-33 at the XP Costs given by the table on p. 9-44. 
The table gives the Costs for all combinations of the 
Value your PC already has in a Skill and the Value 
you would like to reach. In the left column, locate 
the row for the SV that your PC already has. Then 
follow the row to the right to the column for the SV 
you would like to reach. The number given is the 
XP Cost. 

Additionally, you may raise the Values of Skills 
other than your PC’s Profession Skills at double 
the XP Costs given by the table on p. 9-44. How- 
ever, this is only allowed at the GM’s discretion after 
he/she takes into account everything that is known 
about the Character at this point - what he/she has 
experienced in the past, where he/she lives or has 
lived, what people he/she has come into contact 
with etc. 

Note! When you are finished, all XPs allocated 
“halfway” between two SV levels, ie. those spent on 
any Skills without reaching the next SV level, are 
discarded. This means that not all of the amount 
of XPs available for raising the Values of your PC’s 
Skills may have been spent when you are finished. 

Note! When you spend XPs on Skills, your PC’s 
Attributes also receive XPs. Read more below. 
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9.17.2.1 Experience Points for the Attributes (ou. 
01-16) 

Every time you spend an XP on a Skill, the Attrib- 

ute that the Skill is based on also receives one (1) XP 

(Note! An exception to this is WIT, which your PC 

cannot receive XPs for). You do not need to spend 


XPs separately on the Attributes. As for Skills, the 
Values of your PC’s Attributes increase when they 
receive a sufficient amount of XPs. However, a dif- 
ferent table than the one above shows the amount 
of XPs needed to increase from a certain AV level to 
the next: 


Number of XPs Required For Raising Attribute Values 


P| Number of XPsRequited ForRaising Attribute Values 
|AVincrease | 1 | > [2] > [3|>[4]>[5|>[6|>[7|>[8|> [9] > [0] > [nu] = [2 


Peremeawiea| fe] [et [| [| [| fool far] [es| [ar [el Past] 
favineesse [2] [> [| —[s[ [6] > [7] fel |e] > [a> al el [a 


Paroreguicea| [om] [ase] [owe] [a] [asl [ao] fat [ws] [om] [oe] [as] | 


When the Value of one of your PC’s Attrib- 
utes increases by one level, you should immediately 
check whether the BSV for all Skills based on the At- 
tribute also happens to increase. If so, the Values of 
all those Skills increase by one level. 

Note! If any of your PC’s AGI, CHA, HRD, PSY, 
or STR Values happen to be 0 or less when you start 
raising your PC’s SVs by spending XPs, you should 
concentrate on getting them raised to at least 1, or 
your PC will be unplayable — especially if his/her 
HRD Value is 0 or less, as that means the death of 
your PC. 

Note! In the same way as for Skills (see subsec- 
tion 9.17.2 Spending the Experience Points, p. 9-43), 
when you are finished, all XPs allocated “halfway” 
between two AV levels are discarded. 


9.18 Name 


Your Character has of course a Name. The reason 
that you haven’t had to determine such an import- 
ant feature of your Character yet is that you should 
take into account all information you now know 
about your Character when determining a suitable 
name for him/her. You roll to determine it by us- 
ing the Name Table below. Look up the People that 
your Character belongs to (some Peoples can be 
found multiple times in the Table) and follow the 
corresponding instructions. The footnotes give ad- 
ditional instructions, and conditions for when a cer- 
tain section in the Table can be used to determine 
the Name. For example, some sections, depending 
on the People, only apply to a certain period of time; 


the PC’s first Adventure must take place within this 
period in order for the Section to be valid. If needed, 
determine the number of Elements there are in the 
Name. If the Name is to consist of two Elements, 
determine a First and a Final Element. If the Name 
is to consist of three Elements, determine a First, a 
Middle and a Final Element. At each heading, the 
dice combination that shall be used is given. The 
leftmost column always shows any possible results 
of the dice rolls, and by looking at the correspond- 
ing cell containing a Number of Elements, Name 
or Element in the column where the section you 
are using is, you get the corresponding Number 
of Elements, Name or Element of the Name. (Ap- 
proximate) meanings of most of the possible Names 
or Name Elements are given. The Notes columns 
give additional conditions and information. Some 
of the possible Elements in the Table contain par- 
entheses, which indicate that a part of the Elements 
may be removed in order to get a well-sounding 
Name. But common sense and a feeling or know- 
ledge of the various languages involved is good to 
have — the Table does not automatically conform 
to all the possible grammatical rules that exist for 
the languages. The GM may ask you to determine 
the Name again if it has only one Element, or ask 
you to re-roll the Middle or the Final Element of the 
Name immediately once they have been determined 
if these make the Name sound bad, if the Name has 
a strange meaning that does not fit with your Char- 
acter or if it is identical to a famous name from an- 
cient times (identical names occurred, however, to 
some extent). 


Ditinedain of the North,! Dunedain of Ditinedain of the North,* Dunedain of Ditinedain of Numenor/’ Men of Dol 
Numenor? Dtnedain of the South,? Elves Numenor, Diinedain of the South® Amroth 


Number of elements in the Name — D6 Number of elements in the Name — D6 First Approximate 
Element — Meaning 
D11 


Arda, “the 
Realm, the 


Di 2 2 Adain(a)- “west, west- 
ward” 


First Approximate Approximate 
Element — Meaning Meaning 


“point, poin- 
ted, thorn” 


“glory, bril- 
liance” 


III 861 not Nobility 

Only Place of Abode: Almaida, Andtnié, Andustar, not Nobility 

III 2080 not Nobility 

-III 861, only Nobility 

Only Nobility, Il 2737- also only Faithful 

III 2080, only Nobility 

Not Place of Abode: Almaida, Andunié, Andustar, —II 2737 not Nobility 


OCNa a F WN eR 


“Gildor Inglorion”, which consists of “Gildor” + “Inglor” + ion (“son of”). 


90-6 


Eorlings/Eothéod, 
Hobbits of the Gladden 
Fields 


10 


First Approximate 
Element — Meaning 


D31 
“bold, brave” 


“man, war- 
rior, (bear)” 


ANVN ‘816 


If your PC is a man, roll D30; if the result is 1, determine one more Name in the same way as the first, and combine both Names you have determined and add ion. For example 


9 If your PC’s People is Dunedain, roll D20; if the result is 1, your PC’s parents have or had a nickname for him/her consisting of his/her Name + “ya”, which is a suffix denoting 


endearment — for example Anardilya, “my Anardil”. 
10 If your PC is a man: roll D10; if the result is 1, determine one more Name and add the ending -son. This will be your PC’s Surname. 


N 


ees ae Z if io 

“Sron” Almar- “blessings, 
good fortune, 
bliss” 

“mighty” Almiel- “blessedness, Final Approximate 
blessings, Element Meaning 
good fortune, (Female) — 
bliss” D3 + 13 

Aman- Aman, Only -béth “expression, 
“blessed, Nobility saying, word” 
free from or “sayer” 
evil” 


RB 


is 


“naked, bare” 


a — 


15 


16 


— 


a 


Bere- “valiant’ Only Andu- west” 
Dunedain 
of Namenor 
“lively Arda- Arda, “the Only Final Approximate 
Realm, the Nobility Element Meaning 
World” (Male) — 
D13 + 18 


/Pen- ‘without, Anar- or “the Sun” Only one ele- unknown 
-less” Anar- ment: Zamin 
19 | Caran- “red” Atan(a)- “Man, Men -adtin “west, west- 
(humans)” ward” 


20 | Celeb-/ “silver” Aule- Aulé Only -hil unknown 
Celeph- Nobility 
Celeg- “fast” Axan- “aw, rule, -khad unknown 
command- 
ment” 


Cir- /Cir- “ship, cut, Only Cal(i)- “to shine, -khér “lord” 
cleave” Dtnedain of light” 
Numenor, the 
South, Elves 
from Belfalas, 
Edhellond, 
Lindon 


“bow Cemen- “earth, soil” -6n Adjectival 
(weapon)” ending 


21 


“large, great” 


N 
i 
i 


“folk, people, 
nation, pub- 
lic” 


“strenuous, 
active, bold, 
strong” 


“original, 
first, begin- 
ning” 


“angry, cruel, 
fierce” 


“fierce” 
“battle, war” 


“protector, 
defender” 


ANVN ‘816 


81-6 


N 
jes] 


N 

N 
es] es] ‘ 
= ie 
of 


“thin and Curu- “skillful, skill, -tarik “pillar” Medu- “mead” 
strong, pliant, cunning” 
lithe” 
“to open” | -thon “to gather, ae “puardian, 
collect” ee oe 
a " Fo} Ee 
“BE” 


“helper, aide” Elda(r)- “Elf, Elves, -zagar “sword” Wald- “might” 

Eldar, the 

People of the 

Stars” 

Fae- “spirit” Eled- “Elf, star” -zar unknown Wid- “widely, far 
and wide” or 
“wide, vast, 
broad, ed 
Elem | 


| “shore” | [2a a) | unknown | | wind | | “wing” | 


“beard” Not Elves in Eles- “star, Elf” —_|__ one unknown Wulf- “wolf” 
1st or 2nd element: ibal, 
cycle, Wo- Ulbar 
men (except 
Dwarves), 


Fim- “slender, “shepherd, 
slim” i 


Gaer(en)- Er- “one, alone” Dwarves Final Approximate 
Element Meaning 
(Female) — 
D2 + 33 

Gal- “to shine” Estel- “hope” Women Meaning -hild “war, com- 

bat” 
Galad- “light” Falass- “shore, line of Dis “female aa i 
surf” guardian 


Galadh- free | | “spirit” | 

Gil- ics star, unknown Men — a Notes Final Ele- Approximate 
eye” D97 + 37 ment (Male) - | Meaning 

D27 + 37 

Glor- “gold, anon et “great grand- -bald “bold, brave” 
golden” father” 

Gwai- “wind” Heru- “lord” ica ee “without” -beorn “man, wat- 

Nobility rior, (bear)” 


iS) 
a 
My 
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; 


(S) 


“young” Hosta- “to gather, Anar “other” -bold “house, 
collect” dwelling” 

“veiled, “exalted, frim- “lovely” Austri “eastern” -brand “sword” 

hidden” or high”: Only 

“exalted, Nobility 

high” 


4 Hathol- “axe, aXe Isil- “the moon” Balin unknown -brytta “giver” 
blade” or 
“broadsword 
blade” 


43 Only Ita- “sparkle” Bari “feisty” -bytla “builder, 
Dinedain hammerer” 
of Namenor 

In- “heart, mood” Linde- aa Barri “clumsy” -fara “to travel, 
aa wander” 
real 


is 


“well | “well (goody’ | | Bafur | | “grumbler” —_| P  gat | | “proud” | 


lo 
© 
ip?) 
oF 


“green” Elves of Mala- “gold” Blafur “tubby, -gar “spear” 
Belfalas, swollen” 
Lorien, 
Mirkwood: 
Leg- 


a a a 


49 | Luth- “blossom, Only Manwe- Manwé Only Bombur “tubby, -grim “fierce” 
inflorescence, Women Nobility swollen” 
flower(s)” 
Mab- “hand” Menel- “sky, the Bumbur “tubby, -hdma “home, dwell- 
Heavens” swollen” ing” 


Maed-/ “shapely, Minas- eal Borin “born” eee a 
Maedh- well-formed” a 


Maeg- “sharp, pier- Elves of Mir- fbeiael Bruni “brown” -here “host, army” 
cing” Belfalas, 
Lorien, 
Mirkwood: 


Mag- “forger, forge, Nalta-/Nalta- “radiance, Buin “laid out” -laf “what is left, 
ing” sparkling remnant, 
reflection” survivors” 


ES os 


onl > 
<I 
° 
? 


50 
51 
a2 
53 
54 
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a 
0S-6 


Mir- “jewel” Nessa- Nessa, “famous, 
“young” renowned” 

Mith(re)- “grey” Noli-/Nolo- “study, lore, Ai “dead” 6 “heart, mind” 
knowledge” 


5 


a 


5 


N 


Nim- “white” Nuamen- “west” “dead” “suardian, 
g 
protector” 
58 A “west” Orome- Oromé “advice, coun- 
sel, wisdom” 

5 Orchal- “tall” or “superior, Osto- “fortress” 6 “valiant, 

“superior, eminent”: strong” 

eminent” Only 

Nobility 
Oro- “high” Palan- “far, distant, 
wide” 


Sis) 
“bitter” Parma- “book” i “warrior in 
king” 


Zz 
3 


WN 
20) 
q 
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Thor- “tall (or long) Silma- substance of i “friend” or 
and slender” which the “retainer” 
Silmarils were 
made 


Thoron- “eagle” Sirion- “great river” 


9 
61 
62 
63 
64 
65 


tor a DE coe ay a | ee! asl 
trol” 


The Name consists only of one element, roll D8 to Sli “travelled” First Name First Name 

determine it: (Female) — (Male) - 
D63 + 67 D137 + 67 

[De | Name [Approximate Meaning | 

ee 

a a 

7 [amit | something ated "ere wncerain_| 

es 


Approximate Notes Telpin- “like silver” Fili “file (tool)” Adamanta Adalgar 
Element — Meaning 
D21 + 69 


= 


“to make, Tinta- “to kindle 

fashion, (stars)” 

build” 

SG i Only men Tur- “lord, ruler, Frerin “frozen” Amethyst Andwise 
power, mas- (“Andy”) 
tery” 


“king, lord, Only men, Yav(e)- “fruit” Fror “calm, quiet” Angelica Balbo 
high, noble, only 
lofty” Nobility 
“hair” Uinen-/ Uinen Only Frosti “little frost” Asphodel Bandobras 
Uinén- Nobility 
“light” Vala- “the Valar” Only Fundin “found” Belba Basso 
Nobility 
“golden” Vanima-/ “beauty” Galar “chanter” Bell Bilbo 
Vanime- 


“quantity, Varda, “the Only Gimli “little fire, Belladonna Bill 
amount” Exalted, the Nobility spark” 
Lofty” 


1 Roll D10; if the result is 1, your PC’s Surname has two elements; determine one more 
2 Not Hobbits from Bree 
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cS-6 


- 


ewelt 


-orn- “uprising, Middle a Gloin “glowing” Celandine Bodo 
tall” or “(tall) Element — Meaning 
freeg D8 + 80 


The Name Roll D2; Ginnar “seducer” Berylla Bingo 
consists only 1: Ingoldo, 
of one ele- “the Noldo”, 
ment: 2: Voronda, 
a Faithful” 


Pci | | “glowing” —_| | Camelia | | Blanco | 


| “wandering” _| “shine, light” lcrer | | grey” | | chica | | Bosco | 
aii “to twine, “twilight” Groin “overgrown” Cora Bowman 
wreathe” 


-rin-/-rim- like, like .. “to twine, Gr6ér unknown Daisy Briffo 
as. wreathe” 


4 | -rod- “cave, “exalted, lofty, “brilliance” Hanar unknown Diamond Bruno 
grotto”, noble”: Only 
“exalted, Nobility 
lofty, noble” 
or “copper, 
metal” 


85 | -rohir- “horse lord” Only men, ig ‘ Hannar “skilful” Dina Bucca 
only 
Nobility 
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-roth- “to climb, Only Elves -meld(a)- “beloved” Har “high” Donnamira Buffo 

climber” of Lérien, 
Mirkwood 

-thel- “intend, 6 “rising” Hepti “grip” Dora Bungo 
mean, pur- 
pose, resolve, 

-thon- “kindler, to i “ Heri “hare” Druda Carl 
kindle, light 
up, fire, light” 
(transitive) 


-tor- “high, noble, Only pot hook” Eglantine Cotman 
lofty” Nobility 


Estella Daddy 


-ved- “end” Approximate Notes Lae “lordly” Only Esmeralda Cottar 
Element Meaning Nobility 
(Female) — 
D16 + 90 


-(e)llé Feminine Tri “rumour, 
ending gossip” 


Final Approximate 
Element Meaning 
(Female) - 

D9 + 92 


-(iel Feminine 
ending 

-ien Feminine 
ending 

-eth Feminine 
ending 


-raen “adorned 
witha 
tressure 
set, enlaced” 


“ 
-wen “maiden” 


Final Approximate 
Element 
(Male) — 
D65 + 103 


Meaning 


“noble” 


-(n)dilmé 


Feminine 
ending 


“one” (femin- 
ine ending) 


Feminine 
ending 


something 
abstract or 
intangible 
(for example 
Isilmé “moon- 
light”) 


“to love, be 
devoted to, 
lover, (self- 
less) love, 
devotion, 
friend” 


“recall, have 
in mind” 


feminine 
ending 


Only Nar “corpse” 
Duanedain 


= oo | 
ea ee ek 


Lalia 


Laura Fastolph 


it 7 


es ee 


ee ae ical 
ei ~ 
a ae 


Flambard 
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vS-6 


Final Approximate Notes Nur unknown Mentha 
Element Meaning 
(Male) - 
D29 + 108 
-dan “to make, “glory, bril- Nyi “growing” Mimosa Fredegar 
fashion, liance” “Fatty” 
build” 
-dor or -tor “high, noble, Only -atan “Man (hu- Nyr “new” Mirabella Frodo 
lofty, lord” Nobility man)” 
-duil “spring (wa- -cal “shine, light” Oi unknown Myrtle Gerontius 
ter)” “The Old” 
-erch unknown Only “helm, hel- Oin “shy” Nina Gorbadoc 
Dunedain met” “Broadbelt” 
of Namenor 
“hair” -cil “Man (hu- Only Onar “sawper” Nora Gorbulas 
man), to Dunedain 
follow” 
-findel “(lock of) -ion “son of” Onni “shy” Pansy Gorhendad 
hair” (masculine 
ending) 
-galad “ight” -macil “sword” “Taving, deli- Pearl Gormadoc 
rious” 
-gar unknown Only “handed” Ori “raving, deli- Peony Griffo 
Dtnedain rious” 
of Namenor 


a a 


-gil “spark, star, -min “lofty tower, Patti “little scrap” Pimpernel Gundabald 
eye” pillar” 


-glor “golden” ending used J Sindri ee Primrose Gundahad 
in names and Dtnedain 
titles 
-gol “cloak” -mon “one” (mascu- Sudri “southern” a aes 
line ending) 
-gon “valour, val- -nar “flame” Thorin “daring” Prisca Halfast 
orous, hero” 
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Thrain “craver, Rosa Halfred 
persistent, 
resolute” 


“to love, be Only Throér “burgeoning” Rosamunda Hamfast 
devoted to, Dutnedain “Ham” 
lover, (self- 

less) love, 

devotion, 

friend” 


foe “Rosie” al 
al 


-(n)goldo “Noldo” Only Noldor Thulin “chanter” Rowan pre | 
Dunedain 
of the North 


unknown -(n)tur “Jord, ruler, Only Toki “fool” Ruby Hending 
power, mas- Nobility 
tery” 
-hir /-hir “lord” Only coal el La om el 
Nobility 


-ion “son of”, -ondo “rock” “smith” Bee lesa 
masculine 
ending 

-laith “to loose, re- -ondor “stone” Vali “foreign” Tanta Hildibrand 
lease”, “swift” 
or “keen, 
sharp, acute” 


-las | quar [a || | “careful” —_| | Hildifons | 


-lin unknown -rin adjectival Vestri “western” Surname — ae 
ending D43 + 132 
2 


“heavy” -tan “to make, to Yngvi “lordly” Only Banks Hob 
fashion” Nobility 
“tower” -tir “watch, Boffin Hobson 
guard” “Hob” 
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cS-6 


95-6 


“liked, be- masculine Men of the Outlands of Gondor Bolger Holfast 
loved” ending (not including Dinedain and Men of Dol 
Amroth)! 
137 | -moth unknown “power, mas- First Approximate Notes Bracegirdle Holman 
tery, victory” Element — Meaning “Hom” 
D28 + 137 
-(n)dir el. masculine unknown Brandybuck Hugo 
-(n)dir ae 
“revered” Men of Bree Ang- “doom” Brockhouse Ilberic 
Dtnedain 
of the North 


“friend” First Name Bul- unknown Brown Isembard 
(Male) - 
D6 + 140 
“fire” al Dar- “mastery, ear Ea 
lordship” 


“of...””, mas- Bill Der- unknown Bunce ites ical 
culine ee 
ending 
“uprising, Harry Dui- unknown Burrows Isengrim 
tall” or “(tall) 
tree” 


“full, com- ae a coca oul 
plete” 


| unknown | | Cotton | Largo | 


D8 + 148 


“cave, “exalted, lofty, | Butterbur Gal- unknown | en __ Madoc 
grotto”, noble”: Only 
“exalted, Nobility 
lofty, noble” 
or “copper, 
metal” 


1 iti your PC is a man, roll D20; if the result is 1, your PC’s Name will have the prefix “Tal-”. 


fei | 
° 
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Tere Jond” 


-ros “rain” or 
“foam” 

-roth “to climb, 
climber” 

al 

-thalion “strong, 
dauntless” 

-thar “across, bey- 
= 


-thor “tall (or ee _ 
and slender” 


160 “steadfast” 
161 adjectival 
ending 
= 
a 


SC 


Only Goatleaf Golas- unknown Gardner Marmadas 
Nobility 
Heathertoes Hal(a)- “leader, chief- | Only Goldworthy Marmadoc 
tain” Nobility 


Only Elves Pickthorn Har- e , Only Goodbody Marroc 
of Lérien, Women 
Mirkwood 


Only Rushlight Hara- unknown Goodchild Meriadoc 
Dtnedain “Merry” 
of the North 


fia | —s | Grubb | Milo 


Only unknown Headstrong 
Dtnedain 

of the North 

Only unknown Hogg 
Dtnedain 

of the North 

Only unknown Hornblower 
Dtnedain 

of the North 

Only “standing” Lightfoot 
Dtnedain 

of the North 


Only unknown Only men, the | Maggot 
Dtinedain Name con- 
of the North sists of only 
one element 
Only Only men, the | Pott Odovacar 
Dunedain Name con- 
of the North sists of only 
one element 
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“mighty” Only Proudfoot 
Dunedain 
of the North 


Only Second Approximate Puddifoot Orgulas 
Dunedain Element Meaning 
of the North (Female) — 
D2 + 167 
“black” Only -(leth unknown Roper 
Dtnedain 
of the North 


ee a 


Second Ele- Approximate Sandyman Peregrin 

ment (Male) - | Meaning “Pippin” 

D22 +171 
— ay ee ae a ee 
a ee ed ee ee 
_—— a 
a || = Fr 


-hir unknown First Name Reginard 
(Male), Bree 
-hend unknown Willie Robin “Cock- 
robin” 


-las unknown —— Rorimac 
Bree — “Rory” 
D6 + 180 


ee 
| ey (ee (a N 
ee | 
a aes ea 


| mar | | unknown —_| | | tunnety | | sadoc | 


-mir unknown Underhill Samwise 
“Cam 


= 
en 
N 
1 
Bs 
5 


ies 
‘= 
So] 


[al 


ey 
ioe) 
is) 


ete 
co | © 
WO TN 


| 


85-6 
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py 
ie) 
ie) 


e = 
Ne) Ne) 


N 
‘S) 
o 


3 | 


es oa 


Nickname Saradas 
or Title - 
D13 + 188 


“the green- Seredic 
handed” 

(specially for 

Gardener) 

“the Fair” Sigismond 
(specially for 

Women) 


Ted 
Theobald 


“Gaffer” (spe- 
cially for old 
PCs) 


Tolman 
“Tom” 


“the Magnifi- 
cent” 


“the Fat” 


“Will” 
whe Wine 


ANVN ‘816 
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9-60 9.19. NON-PLAYER CHARACTER CREATION 


9.19 Non-Player Character Creation GM quickly needs to create an NPC, or certain char- 

— acteristics of an NPC, on-the-fly during gameplay, 
or when the GM needs to create NPCs for an Ad- 
venture he/she is prepairing. 

The NPCs’ characteristics are noted down on a 
Character Sheet. “GM” is noted down for ”Player”. 
It is often not necessary to note down all character- 
istics — by intuition, the GM decides which ones are 
(probably going to be) needed. 


In order for the GM to determine a certain charac- 
teristic of an NPC, look it up in the table below and 
follow the instructions given in the third column. 
The second column gives the prerequisite(s) for each 
characteristic: the characteristic(s) that need(s) to be 
determined before it is possible to determine resp. 
characteristic. The table can be used both when the 


Characteristic | Prerequisite(s) How to Determine 


Attribute Gender, People(s), Social Class | Add up these values and mods.: 

Value M20 
D2-1 (if A is AGI, CHA, HRD, PSY or 
STR) 
According to section 9.2 The Player Char- 
acter’s Gender, p. 9-2 (only Women) 
Mod. depending on SC: 
Lower Class +0, Middle Class +2, Upper 
Class +4, Nobility +6 
Fading of the Elves AVM (only Elves of 
Rivendell)! 
AVM for Dwarf and Elf Women: 
AGI +1, HRD +2, SIZ +2, STR +2, WIT +1, 
CRF —1, DLG —1, HML —1, LFP +1 
According to subsection 9.3.1 Attribute 
and Personality Attribute Value Modifi- 


ers, p. 9-3 (for SIZ, make the conversion 
described) 

General Waning AVM? (not SIZ) 

The Waning of the Dinedain AVM accord- 
ing to the table below (only Dunedain of 
the North or the South): 


Dutnedain of the | 750 750 1500 
North 
Dutnedain of the | 350 750 
South 


(2013-01-16) 


Birthday According to chapter 7 Calendars/Random 
Date Generator, p. 7-1 


(at | 0 een coe 
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Characteristic | Prerequisite(s) How to Determine 


Friends and Roll D20 for each category (Close Friends, 
Acquaintances Friends, Acquaintances) to determine the resp. 
number of each. 


D20 
Close Friends Acquain- | Number 
Friends 


(2012-12-13) 


Gender Choose from or roll on the following table: 


Handedness Gender, People(s) According to the following table:! 


2D6 
Man Woman | Preferred Hand 


Ps [0 [tr ——S—~*r 


SIZV According to section 9.10 Height and Weight, 
ps2 37 


Marital Status According to the following table: 


[Di [Wariatsas SSC=*d 


Name Gender, People(s), (Age), (So- | According to section 9.18 Name, p. 9-45 
cial Class) 


Need for Sleep | People(s) According to the following table: 


hrs per 24 hrs 
re 
Le 


212 hrs if sleeping while not lying down, see section 2.1 Sleep Deprivation Modifier, p. 2-4. Note also this down on your 
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Characteristic | Prerequisite(s) How to Determine 


Number of Marital Status, People(s) According to the following table: 


Children 
Ce 
[atachedandunmanied |__| 


Place of Abode | People(s), (Current Year) According to section 9.4 Place of Abode, p. 9-19 


Skill Value Value of the Attribute the Skill | Add up these values and mods:.: 
is based on, People(s), Profes- 


sions(s) e BSV? (BSV+D8—1 if the Character’s Pro- 


fession is allowed to raise the Value of the 
Skill in section 9.8 Professions Available 
to the Character, p. 9-27) 

e According to section 9.8 Professions 
Available to the Character, p. 9-27 

e According to subsection 9.3.2 Skill Value 
Modifiers, Spells and Special Rules, p. 9-5 


Social Class People(s) Choose from or roll on the following table: 


Toughness People(s), SIZ BSV Calculate according to the following table: 


Value 


SIZV According to section 9.10 Height and Weight, 
pe 937 


(2013-01-20) 


Character Sheet. 
Apply a —1 modifier if the Character is a Danadan, Dwarf, Elf or Ent. 
2 To determine BSV, divide the Character’s Value of the Attribute the Skill is based on by 2 and round down if necessary. 
3Men and Hobbits of Bree cannot be Nobility. 
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Creative Commons Licence: 
Attribution-NonCommercial-NoDerivs 3.0 


Unported 


THE WORK (AS DEFINED BELOW) IS PROVIDED 
UNDER THE TERMS OF THIS CREATIVE COM- 
MoOpossPUBLIC LICENSE (“CCPL®-OR. “LI- 
CENSE”). THE WORK IS PROTECTED BY COPY- 
RIGHT AND/OR OTHER APPLICABLE LAW. 
ANY USE OF THE WORK OTHER THAN AS AU- 
THORIZED UNDER THIS LICENSE OR COPY- 
RIGHT LAW IS PROHIBITED. 

BY EXERCISING ANY RIGHTS TO THE WORK 
PROVIDED HERE, YOU ACCEPT AND AGREE 
TO BE BOUND BY THE TERMS OF THIS LICENSE. 
TO THE EXTENT THIS LICENSE MAY BE CON- 
SIDERED TO BE A CONTRACT, THE LICENSOR 
GRANTS YOU THE RIGHTS CONTAINED HERE 
IN CONSIDERATION OF YOUR ACCEPTANCE 
OF SUCH TERMS AND CONDITIONS. 


1. Definitions 


a. “Adaptation” means a work based upon 
the Work, or upon the Work and other pre- 
existing works, such as a translation, ad- 
aptation, derivative work, arrangement of 
music or other alterations of a literary or 
artistic work, or phonogram or perform- 
ance and includes cinematographic adapt- 
ations or any other form in which the Work 
may be recast, transformed, or adapted in- 
cluding in any form recognizably derived 
from the original, except that a work that 
constitutes a Collection will not be con- 
sidered an Adaptation for the purpose of 
this License. For the avoidance of doubt, 
where the Work is a musical work, per- 
formance or phonogram, the synchroniz- 


Cc. 


ation of the Work in timed-relation with 
a moving image (“synching”) will be con- 
sidered an Adaptation for the purpose of 
this License. 


. “Collection” means a collection of liter- 


ary or artistic works, such as encyclopedias 
and anthologies, or performances, phono- 
grams or broadcasts, or other works or sub- 
ject matter other than works listed in Sec- 
tion 1(f) below, which, by reason of the 
selection and arrangement of their con- 
tents, constitute intellectual creations, in 
which the Work is included in its entirety 
in unmodified form along with one or 
more other contributions, each constituting 
separate and independent works in them- 
selves, which together are assembled into a 
collective whole. A work that constitutes a 
Collection will not be considered an Adapt- 
ation (as defined above) for the purposes of 
this License. 


“Distribute” means to make available to 
the public the original and copies of the 
Work through sale or other transfer of own- 
ership. 


. “Licensor” means the individual, indi- 


viduals, entity or entities that offer(s) the 
Work under the terms of this License. 


. “Original Author” means, in the case of a 


literary or artistic work, the individual, in- 
dividuals, entity or entities who created the 
Work or if no individual or entity can be 
identified, the publisher; and in addition 
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(i) in the case of a performance the actors, 
singers, musicians, dancers, and other per- 
sons who act, sing, deliver, declaim, play 
in, interpret or otherwise perform literary 
or artistic works or expressions of folklore; 
(ii) in the case of a phonogram the producer 
being the person or legal entity who first 
fixes the sounds of a performance or other 
sounds; and, (iii) in the case of broadcasts, 
the organization that transmits the broad- 
cast. 


. “Work” means the literary and/or artistic 


work offered under the terms of this Li- 
cense including without limitation any pro- 
duction in the literary, scientific and artistic 
domain, whatever may be the mode or 
form of its expression including digital 
form, such as a book, pamphlet and other 
writing; a lecture, address, sermon or other 
work of the same nature; a dramatic or 
dramatico-musical work; a choreographic 
work or entertainment in dumb show; 
a musical composition with or without 
words; a cinematographic work to which 
are assimilated works expressed by a pro- 
cess analogous to cinematography; a work 
of drawing, painting, architecture, sculp- 
ture, engraving or lithography; a photo- 
graphic work to which are assimilated 
works expressed by a process analogous 
to photography; a work of applied art; 
an illustration, map, plan, sketch or three- 
dimensional work relative to geography, 
topography, architecture or science; a per- 
formance; a broadcast; a phonogram; a 
compilation of data to the extent it is pro- 
tected as a copyrightable work; or a work 
performed by a variety or circus performer 
to the extent it is not otherwise considered 
a literary or artistic work. 


. “You” means an individual or entity exer- 


cising rights under this License who has 
not previously violated the terms of this Li- 
cense with respect to the Work, or who has 
received express permission from the Li- 
censor to exercise rights under this License 
despite a previous violation. 


. “Publicly Perform” means to perform pub- 


lic recitations of the Work and to commu- 
nicate to the public those public recitations, 
by any means or process, including by wire 
or wireless means or public digital per- 
formances; to make available to the pub- 
lic Works in such a way that members of 


the public may access these Works from a 
place and at a place individually chosen by 
them; to perform the Work to the public 
by any means or process and the commu- 
nication to the public of the performances 
of the Work, including by public digital 
performance; to broadcast and rebroadcast 
the Work by any means including signs, 
sounds or images. 


i. “Reproduce” means to make copies of the 
Work by any means including without lim- 
itation by sound or visual recordings and 
the right of fixation and reproducing fix- 
ations of the Work, including storage of 
a protected performance or phonogram in 
digital form or other electronic medium. 


. Fair Dealing Rights. Nothing in this License 


is intended to reduce, limit, or restrict any uses 
free from copyright or rights arising from lim- 
itations or exceptions that are provided for in 
connection with the copyright protection un- 
der copyright law or other applicable laws. 


. License Grant. Subject to the terms and con- 


ditions of this License, Licensor hereby grants 
You a worldwide, royalty-free, non-exclusive, 
perpetual (for the duration of the applicable 
copyright) license to exercise the rights in the 
Work as stated below: 


a. to Reproduce the Work, to incorporate the 
Work into one or more Collections, and to 
Reproduce the Work as incorporated in the 
Collections; and, 


b. to Distribute and Publicly Perform the 
Work including as incorporated in Collec- 
tions. 


The above rights may be exercised in all media 
and formats whether now known or hereafter 
devised. The above rights include the right 
to make such modifications as are technically 
necessary to exercise the rights in other me- 
dia and formats, but otherwise you have no 
rights to make Adaptations. Subject to 8(f), all 
rights not expressly granted by Licensor are 
hereby reserved, including but not limited to 
the rights set forth in Section 4(d). 


. Restrictions. The license granted in Section 3 


above is expressly made subject to and limited 
by the following restrictions: 


a. You may Distribute or Publicly Perform the 
Work only under the terms of this License. 


You must include a copy of, or the Uniform 
Resource Identifier (URI) for, this License 
with every copy of the Work You Distrib- 
ute or Publicly Perform. You may not offer 
or impose any terms on the Work that re- 
strict the terms of this License or the abil- 
ity of the recipient of the Work to exercise 
the rights granted to that recipient under 
the terms of the License. You may not sub- 
license the Work. You must keep intact all 
notices that refer to this License and to the 
disclaimer of warranties with every copy 
of the Work You Distribute or Publicly Per- 
form. When You Distribute or Publicly Per- 
form the Work, You may not impose any ef- 
fective technological measures on the Work 
that restrict the ability of a recipient of the 
Work from You to exercise the rights gran- 
ted to that recipient under the terms of 
the License. This Section 4(a) applies to the 
Work as incorporated in a Collection, but 
this does not require the Collection apart 
from the Work itself to be made subject to 
the terms of this License. If You create a 
Collection, upon notice from any Licensor 
You must, to the extent practicable, remove 
from the Collection any credit as required 
by Section 4(c), as requested. 


. You may not exercise any of the rights 
granted to You in Section 3 above in any 
manner that is primarily intended for or 
directed toward commercial advantage or 
private monetary compensation. The ex- 
change of the Work for other copyrighted 
works by means of digital file-sharing or 
otherwise shall not be considered to be in- 
tended for or directed toward commercial 
advantage or private monetary compensa- 
tion, provided there is no payment of any 
monetary compensation in connection with 
the exchange of copyrighted works. 


. If You Distribute, or Publicly Perform the 
Work or Collections, You must, unless a re- 
quest has been made pursuant to Section 
4(a), keep intact all copyright notices for 
the Work and provide, reasonable to the 
medium or means You are utilizing: (i) the 
name of the Original Author (or pseud- 
onym, if applicable) if supplied, and/or if 
the Original Author and/or Licensor des- 
ignate another party or parties (e.g.,a spon- 
sor institute, publishing entity, journal) for 
attribution (“Attribution Parties”) in Li- 
censor’s copyright notice, terms of service 
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or by other reasonable means, the name of 
such party or parties; (ii) the title of the 
Work if supplied; (iii) to the extent reas- 
onably practicable, the URI, if any, that Li- 
censor specifies to be associated with the 
Work, unless such URI does not refer to 
the copyright notice or licensing inform- 
ation for the Work. The credit required 
by this Section 4(c) may be implemented 
in any reasonable manner; provided, how- 
ever, that in the case of a Collection, at a 
minimum such credit will appear, if a credit 
for all contributing authors of Collection 
appears, then as part of these credits and 
in a manner at least as prominent as the 
credits for the other contributing authors. 
For the avoidance of doubt, You may only 
use the credit required by this Section for 
the purpose of attribution in the manner 
set out above and, by exercising Your rights 
under this License, You may not implicitly 
or explicitly assert or imply any connection 
with, sponsorship or endorsement by the 
Original Author, Licensor and/or Attribu- 
tion Parties, as appropriate, of You or Your 
use of the Work, without the separate, ex- 
press prior written permission of the Ori- 
ginal Author, Licensor and/or Attribution 
Parties. 


d. For the avoidance of doubt: 


i. Non-waivable Compulsory License 
Schemes. In those jurisdictions in 
which the right to collect royalties 
through any statutory or compulsory 
licensing scheme cannot be waived, 
the Licensor reserves the exclusive 
right to collect such royalties for any 
exercise by You of the rights granted 
under this License; 

ii. Waivable Compulsory License 
Schemes. In those jurisdictions in 
which the right to collect royalties 
through any statutory or compulsory 
licensing scheme can be waived, the 
Licensor reserves the exclusive right to 
collect such royalties for any exercise 
by You of the rights granted under this 
License if Your exercise of such rights is 
for a purpose or use which is otherwise 
than noncommercial as permitted un- 
der Section 4(b) and otherwise waives 
the right to collect royalties through 
any statutory or compulsory licensing 
scheme; and, 
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5. 


iii. Voluntary License Schemes. The Li- 
censor reserves the right to collect roy- 
alties, whether individually or, in the 
event that the Licensor is a member 
of a collecting society that administers 
voluntary licensing schemes, via that 
society, from any exercise by You of the 
rights granted under this License that 
is for a purpose or use which is other- 
wise than noncommercial as permitted 
under Section 4(b). 


e. Except as otherwise agreed in writing by 
the Licensor or as may be otherwise per- 
mitted by applicable law, if You Reproduce, 
Distribute or Publicly Perform the Work 
either by itself or as part of any Collections, 
You must not distort, mutilate, modify or 
take other derogatory action in relation to 
the Work which would be prejudicial to the 
Original Author’s honor or reputation. 


Representations, Warranties and Disclaimer 


UNLESS OTHERWISE MUTUALLY AGREED 
BY THE PARTIES IN WRITING, LICENSOR 
OFFERS THE WORK AS-IS AND MAKES 
NO REPRESENTATIONS OR WARRANTIES 
OF ANY KIND CONCERNING THE WORK, 
EXPRESS, IMPLIED, STATUTORY OR OTH- 
ERWISE, INCLUDING, WITHOUT LIMIT- 
ATION, WARRANTIES OF TITLE, MER- 
CHANTIBILITY, FITNESS FOR A PARTICU- 
LAR PURPOSE, NONINFRINGEMENT, OR 
THE ABSENCE OF LATENT OR OTHER DE- 
meets, ACCURACY, OR THE PRESENCE 
OF ABSENCE OF ERRORS, WHETHER OR 
NOT DISCOVERABLE. SOME JURISDIC- 
TIONS DO NOT ALLOW THE EXCLUSION 
OF IMPLIED WARRANTIES, SO SUCH EX- 
CLUSION MAY NOT APPLY TO YOU. 


. Limitation on Liability. EXCEPT TO THE 


EXTENT REQUIRED BY APPLICABLE LAW, 
IN NO EVENT WILL LICENSOR BE LI- 
ABLE TO YOU ON ANY LEGAL THEORY 
POR, ANY SPECIAL, INCIDENTAL, CON- 
SEQUENTIAL, PUNITIVE OR EXEMPLARY 
DAMAGES ARISING OUT OF THIS LI- 
CENSE OR THE USE OF THE WORK, EVEN 
IF LICENSOR HAS BEEN ADVISED OF THE 
POSSIBILITY OF SUCH DAMAGES. 


. Termination 


a. This License and the rights granted hereun- 
der will terminate automatically upon any 


breach by You of the terms of this License. 
Individuals or entities who have received 
Collections from You under this License, 
however, will not have their licenses ter- 
minated provided such individuals or en- 
tities remain in full compliance with those 
licenses. Sections 1, 2,5, 6, 7, and 8 will sur- 
vive any termination of this License. 


. Subject to the above terms and conditions, 


the license granted here is perpetual (for 
the duration of the applicable copyright 
in the Work). Notwithstanding the above, 
Licensor reserves the right to release the 
Work under different license terms or to 
stop distributing the Work at any time; 
provided, however that any such election 
will not serve to withdraw this License (or 
any other license that has been, or is re- 
quired to be, granted under the terms of 
this License), and this License will continue 
in full force and effect unless terminated as 
stated above. 


8. Miscellaneous 


. Each time You Distribute or Publicly Per- 


form the Work or a Collection, the Licensor 
offers to the recipient a license to the Work 
on the same terms and conditions as the li- 
cense granted to You under this License. 


. If any provision of this License is invalid or 


unenforceable under applicable law, it shall 
not affect the validity or enforceability of 
the remainder of the terms of this License, 
and without further action by the parties to 
this agreement, such provision shall be re- 
formed to the minimum extent necessary to 
make such provision valid and enforceable. 


. No term or provision of this License shall 


be deemed waived and no breach consen- 
ted to unless such waiver or consent shall 
be in writing and signed by the party to be 
charged with such waiver or consent. 


. This License constitutes the entire agree- 


ment between the parties with respect to 
the Work licensed here. There are no under- 
standings, agreements or representations 
with respect to the Work not specified 
here. Licensor shall not be bound by any 
additional provisions that may appear in 
any communication from You. This License 
may not be modified without the mutual 
written agreement of the Licensor and You. 


e. The rights granted under, and the sub- 


ject matter referenced, in this License were 
drafted utilizing the terminology of the 
Berne Convention for the Protection of Lit- 
erary and Artistic Works (as amended on 
September 28, 1979), the Rome Conven- 
tion of 1961, the WIPO Copyright Treaty of 
1996, the WIPO Performances and Phono- 
grams Treaty of 1996 and the Universal 
Copyright Convention (as revised on July 
24, 1971). These rights and subject mat- 
ter take effect in the relevant jurisdiction 
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in which the License terms are sought to 
be enforced according to the corresponding 
provisions of the implementation of those 
treaty provisions in the applicable national 
law. If the standard suite of rights granted 
under applicable copyright law includes 
additional rights not granted under this Li- 
cense, such additional rights are deemed to 
be included in the License; this License is 
not intended to restrict the license of any 
rights under applicable law. 
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